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BD Though Halk-Life evolved from the Quake engine, 
it moved the gente on much mare than ids generic 
Erst-person shooter series ever did. Na 





LE-LIFE, 


Subtle and disturbing, slow-burnin 

terrifying and occasionally hilarious 
Valve Software's Half-Life is one of 
the most influential videogames of 








BD Despite ita progressive gameplry Holt Lito still 
followed a couple of hack 
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H ITCOULDHAVE al! gonssowrong. We know PRESS, eróLa 

mou hear that a lot in game retrospectives, 
HEHE but this is serious. fes, BioShock could have 
been about zombies in q Nazi bunker, Borderiands 
could have looked like gruel, and Tabulow Rasa might 
have featured butterily-winged girly men lighting 
each other with books, (lhen again, Jobula Hosa 
tonked, so maybe book-fighting girly men were the 
nght way to go.) But Half-Life is more than just a 
game. À triggered a movement: q massive change 
not just in the way first-person shooters were made, 
but videogames as a whole. I set new standards 
tor player immersion, narrative quality and combat 
Al, and opened the doors to modding in a more 
generous fashion than army other shooter had 








Ja98 done belore 


in doing so, ultimately creating 
PlavStation 2 an unstoppable multipleyer phenomenon. In 
some wovs, HallLife is the most important 


game of the past two decades. And yet it might 


REWORKED 
CONCEPTS AGAIN AND 
AGAIN AND AGAIN 


just have been q middling old Quake clone 
sterring a guy called Iven the Space Biker. 





KEY STAFF: 
Gabe Newell 
CEO 


O The crosbor, os cur forumites sucoinciky point 
out, às one 04 Hoif-Lifes most memorable 
contributions to FPS lore f 

RE q A | - 
















No, really. Ivem was a paunchy chap with 
a full beagrd end a lattop. He wore a bulky 

Marc Laidlerw rep Es ia Ega 
Writer HEV suit md was, presumably, predisposed 





Ted Backman towards biking in or near space. One com 
Senior Artist only summon up that evermysterious deus ex 


Ken Birdwell 


machina knowm as the creative process to justify 
Al Designer 


ni how this blockily rendered slab ol mid-Nineties cheese 
translormed into Gordon Freeman, the world's sexiest 
physicist, but there it is. Somewhere along the line, 
Halrlite went from embarrassing to exceptional, 
me of HalfLifes designers, Marc Laidicow, attempts 
to explain: “We didnt so much 'pick' the current 
image of Gordon as just naturally develop it. Our 
grtsts reworked their concepts again and again 
end again until they had something we liked, and 
ivon was just one ol those concepts. CONTINUED >. 
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ad My lirst experience of it all 
alter the opening train nide 
was constanthy bothering 
everyone with the talk button, 
Must have heard those same 
lines about 20 times each... 


Posted by: 

BIG MEAN BUNNYT 

dd Whilst the game was 

an incredible epic, the 

real memories for me were 
finding two litile mods colled 
Counter-Strike and Team 
Fortress. | had recently had 
my appendix out and was 
of school, | ren up q three- 
figure dial-up" bill as Td been 
plorying it for hours a doy 
when you still used to pory by 


the minute before Bpm. 


Posted by; 
SHADOWMAN 
dd Tha opening train ride 
seemed to last forever 

end when it finally ended 

| managed to fall oii the 
plottorm and kill myself, 
meaning | had to sit through 
the thing again. Oh yeah, and 
the game going from amazing 
to frustrating the second | 
siepped onto the alien plonet. 











a T think it was the narrative 
that was so memorablo. We 
tok it for granted now, 
shooter having a storyline, 

but think beck to 1998. The 
hecvy-hitter FPSs were Unreal, 
Quake IT and Jedi Knight. 
Unreal and Quake 1 had 
loose plots that were there 
merely tô provide a pretex for 
the action, Jedi Knight had a 
rich plot, but it was driven by 
pre-rendered cul-scenes and 
tedt as df they were a reward 
lor playing the game, not 
intrinsic to the game itsell. 


Posted by: 


SLOTS WAHET 





dd Crow bar. 
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Jor Tegrs od taking grenades irom 

Half-Life'a alien aperies somehow to q tiny trom cor, unable to do enything but shift GoldenEye's sciendiste hos left 


managed to look indistinct and iconic 
ot the same time, Thais gocd design. 


from seat to seat, take in the underground view tus feeling a. litile bitter. 








ouch is the nature of ecrly concepts, we 
suppose: those undercooked, mallormed 
designs that so often uniortunately get foisted upon 
the gaming public due to tight production schedules, 
Luckily however, Valve was selí-lunded by Microsoft 
vet ond CEO Gabe Newrell, who was more than happy 
to let his company's labour of love grow into its full 
potential, Ihis culminated in a major overhgul leiriy 
Inte into development, when the Valve team took 
stock of what they were building end decided it didn't 
stmd a chance against Quake ! and associates, 
“The game was fairly close to completion,” teRelicoa 
recalls, “and we locked at it and realised that if i 
were to be released, it would be completely lost in arry 
number of competing products. So they decided to risk 
pushing the game's release back and do a complete 
redesign. We werent beholden to a publisher 
holding the purse-strings. There were lots cf 





other extremely talented and creative shooter 
developers out there at the time, though, but | 
think it just comes down to our own interests 
and telents. That's why it was different.” 

While we'd be quite surprised if you've never 
VFS the chance 





played Half-Life, there's 
that a recent frontal lobe injury has rendered 
you unable to recall precisely what was so 
unique about it. Shall we start with the tram ride? 
Prior to Halt-Lie, shocters were devoid ol contem: 
there wasnt any sensible reason given to excuse/ 
explain the mass murder the game would necessitate, 
For instance, when designers on the original LVocom 
pitched ac sequence to Jahn Cormack where tha 
player could watch his telow marines enjoying a 
game col cards belore being eviscerated by cybernetic 
hellspowm, he replied rn “story in a game is like a 
story in à porn move, Its expected to be there, but it's 
not that important.” 

How, then, must Carmack have lelt in those opening 
minutes ol Half-Life, where the player is confined 


9 [ARTING A SHOOTER 
WITHOUT GIVING THE 
PLAYER A WEAPON 

JUST WASNT DONE 


and listen to that valium-voiced female anncuncer? 
And after that, a solid ten-to-lifteen minutes ol pure, 
weapon-free exploration within the Black Mesa 
Research Facility where you do battle with such 
monstrosities as malfunctioning vending machines 
and shril whitecoats reminding you you're late lor 
work? Back in 1998, this wasn't just heresy: this was 
completely unihinkable. 


IN THOSE OPENING minutes, Half res 


turned its back on the masturbatory excesses ol À 


Ei 


contemporaries, and in doing so set the tone a 
the rest ol the game (and for all shooters to come, 
other than maybe Serious Sam), Exposition, hitherto 
relegated to cuí-scenes or walls of perfunciory text 
à da Doom, took place completely from the li s 
This had the eflect ol secimlessly integrerting 
HalfLifes plot with its shooting; story wasn't treated 
as q necessary evil or q reward for 20 hours cof 
mindless killing; rather, it was just as integral to the 
game as the gunplay “Il was a radical change, 
Loidlaw agrees. “| pleved Quake 1 while we were 
doing Half-Life, ond, sure enough, it starts unth the 
player making his way out of a wrecked spaceship, 
blaster in hand, So, starting a shooter without giving 
the player a weapon, end then making the player 
explore en area completely devoid of threats for up to 
an hour, just wasn't done in other shooters aí the time. 
h made me feel that we were taking a huge risk, and 
at Half-Lite would be very diflerent to anything else 
out there. But il it worked, | knew the rewards would 
be huge. We were all big fans ot the FPS. It was, at 
least at the time, my fervourite type of game, and one 
that seemed as ifit would get the aaa benefit from 
the integration ol storytelling techniques. lhere was q 
general arrogant assumption that players of shooters 
didn't want and wouldnt care about a story; we just 

didnt believe this.” 
(4 course, due to Half-Life's Sind modus 

1] 


[ml ond, Valve Was required to create an entirely 







An ecorly concept destgn tor Gordon Freeman, 
Thank rod hia design has been refined over the 


vers since his concepior, 












new way of telling videogame storias, 
Becquse players were never saddled with two minutes 
ul pre-rendered dialogue warning them of the 





imminent alien security breach, or the arrival of the 
sogistic military unit flown in to clean it vp, they e jed 
on the fromtic snippets ot information that surviving 
Black Mesa scientists and security guards provided. 
Half-Life, thus, wasn't so much cinematic qs realistic. 
tas the first gome that felt genuinely real, albeit unth 
added extraterrestrials and at a top-secret research 





tocility into which us Cro-Moegnon hominids | 
never dream oi being invited. Fora lot ol gusala 
Laidlomy, who was the storys chief architect, notes, 





“Black Mesa was a real place. The story actualhy 
stemmed from our desire to make coherent a large 
emount cf in-game levels, which we really 
did design with gameplay in mind. The 
levels were all quite different, though, 
so the story needed to give voice to 
a team of level designers whod never 
worked together belore and would be 
loirly independent of each other whilst 
still hoving a common goal in mind. 
“AFTER A WHILE, when the levels Vister 
were getting closer to their finished state, 
we started fleshing out the story. But we really had 
one goal in mind from the beginning — to have as litile 
obvious explenaton in the game as was possible, 
Players had to be the detectives, putting the diflerent 
pieces together themselves. From what we've seen 
over the years, Black Mesa made a huge impression 
on à generation ol players as a resul.” 
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LAMBDA 


LO GIST 


Al this emphasis on story isnt to suggest Half 
Life wasnt also q technical achievement, however. 
In order to create Black Mesa, Valve - not yet the 
developer-publisher godbeast able to aflord its oum 
graphics engine and Ireland to boot - was forced to 
drag the ageing Quake engine out cf the excrement 
hued morass for which it had become famous, With id 
bringing out their own sequel to Quake = and brand- 
new, Cormack-devised technology nth it - and Epic 
Megaltames introducing the world to the 
soon-to-be-ubiquitous Unreal engine, 
competition was ferce, and perhaps a 
bttle daunting tor the Bellevue-based 
newcomer. But GoldSre, the engine 
created from Quake's ashes - and 
the modern-day Source engine's 
ancestor — proved more then up to 
the task. 

“The biggest advantage in 
starting with the Quake engine, 
Laidlow says, “was that we 
get night into making the game, rather than 


were allowed tó 


spending several vears building ihe engine 
technology first. A lot of our level designers 
were experienced Quake modders end 
mappers too, and undersiood the engine's 
sheortcomings nd strengths. 
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Halt-Lifeis a 


macsterpiece 
of epic 
proportions, 
the Saving 
Private Ryan 
ot first-person 
shooters. You 
know youre in 
for something 
special right 
when the 
opening tram 
immerses you 
na convinecing 
world. 





= 
=. 





Ul course, there were some issues, lhe 
fact that the engine was changed so 
many times from the original meant that the 
designers were constontly catching up, Theyd 
be stuck in this situation where they were 
waiting tor new teatures to come dowm the line 
rather than just building prototypes straight 
ernvory. And it wasnt really unti! the engine was 
at they were able to get productive 





finished t 
with it.” 
Famoushk, Valve had plonned on integrating real 
time physics into Half-Life's many puzzles —- themselves 
on innovation withóún the then leirly limited shooter 
genre - but were deterred both by the size cf the 
task so late in development and the car crash that 
was DreamWorks Interactive's Trespasser. Still, what 
remained was above and beyond any olher FPS 
crailablse on shelves. In hindsight, yes, it probably 
wasnt as bequtiful as Unreal, but what Half-Life 
lacked in graphical chops, it made up for in its 
(still) astonishing Al The military enemies in the 
game were Valve's primary AI showcase - nd at 


the right difficulty they're stil some ol the cleverest 


grunts both in videogames and the world of flash 





Explorisg HalfLife's alien worlds divided 
the game's audience. No wonder Gordon didn't 
ceturm there in the 2004 secquel. 


A LOT OF OUR LEVEL 
DESIGNERS WERE 


EXPERIENCED 
QUAKE MODDERS 


md capilares. À lone commando was bad 





enough, but im groups they demonstrated em 
alarming amount of co-operative intelligence, 
seemingly changing their strategy on-the-lly as they 
atempted to cutmanceuvre the player. Valve has 
never revealed the secrets behind Half-Lifes Al, and, 
curioushy enough, the Combine soldiers of Half-Life 2 
seemed more behoviourally staid in comparison. 
Demonic possession, perhaps" 


At any rate, while Halflites extraterrestrial 
enemies were notably less intelligent they were 


deeply sometimes disturbingly, original, Squirming 
Freudiaon allusions abounded, from the headerab's 
vaginal underbelly to the more overt excesses of the 
Gonarch — in Gabe Newell's words, “a giant testicle 
on a Doottall crmoured spider” According to the 
sumptuous Valve bio Haising The Bar, most ol these 
designs came out ol the rather twisted brain of Ted 
Backman, whose plom was to elicit psychosexual 


reactions in his (presumed) young male qudience. 


[WAS THE juxtapositon ol Black Meses sterile 
blues ond the pala flesh-white end claret ot Half 
Lies monsters that made the game so gesthetically 
memorable, which may go some length to explain 
why mary players found the penultimate chapter, set 
on the alien plmet Xen, a bit boring in comparison. 
otill, they liked it enough to create couniless mods 
extending the storyline while Lmoalow went to work 
on creating an even more oblique and surreal plot 
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UR 
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tor Hal-Life 2. And that was only the tip cf the 
iceberg = quite apart from Half-Lifes breathtaking 


single-player component, Valve also managed to 


toster the most tormidables user-content community 


filos 


the games industry has ever knowm, one which endec 
up spqumning two cf the most successiul multipleryer 
games oi all time: Jocm Foriress Classic tema Joom 
Fortress 2) ond Counter-Strike. 

kt isn't too difficult to see why Half-Life made such 
a deep impact on the gaming lendscape, which is 
undoubteddly why Laidlow remains surprised that so 





tewy developers have iolowed in Valves tootsteps. 
“T must say” he explans, “it was a lot fewer thom | 
expected, | suppose its q risky endeqavour, and the 
narrative rules we implemented should only be done 
so if you know you're going to get something good out 

ot it. Lhat said, lve seen a lot oi examples where 
Half-Life's influence is applied in a piecemeal 


fashion - Medal Of Honor, for instance, and 





REDOR RREO 


| HALF-LIFE 





Cc Of Duty both followed those principles, but it was 
inconsistent. There were moments ol non-interactive 
exposition interspersed with the dynamic parts,” 
Perhaps, though, ifs simply that Half-Life is much 
more pervasive thon even Laidiow realises. The 
game's core principles of dynamic exposition, frst- 
person puzzle-solving and narrative depth have 
coloured everything from Halo to Metroid Prime, and 
its now becoming increasingly difficult to remember 
where it all came from. And on a more wistiul note, 
now that popular game design prelers emergence 
over scripted sequences, and open-endedness over 
tight, contained level design, it may well be that 
Half-Life marked the beginning of an era that is soon 
to close. Will it be consigned to the scrapheap of 
rrelevance, then? Unlikely: Ivan the Space Biker's 
just going to have to get used to keggers with Duke 
Nukem and Crash Bandicoot, because Gordon 
Freeman was meant for better things. 


k may be the thinking man's shocter, 
but Helt-Life is still a fun FPS at its core. 
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Esses serasa assenta correria aca siiisscerissseriiitisscarriiitss criiitsscceniiiasesrtiitsos FALL OF FAME... MR, GAME & WATCH ::: 


Game & Watch games didn't allow for the full-colour, detailed A 
sprites ot the arcades, so Nintendo was taced with the tricky task ol Enowing lhe sim P je technology of Mr. Game & Warteh's solid 
shaping liquid crystal blobs into semething resembling an identifiable ihe CB cx co dn't give Mr. Game & E blob head and big protruding 
nose is the look that most 


Dio no dsSSOCIDÃE ilh the 


personality. The only realistic option was to create a stick man. Watch a voice, Ninte nd o used blesps 
thin and tones to docomparr his QEGIPSS 
































A basic humanoid shape, made up of a round black body, E Merck Cal ; 
, nstegod. In trame & Vatoh É ET + om 
arms and legs ending in bulbous extremities, and a round face with GBA ho 


W, 


cheracter. Howe rar in some 
egrty Go ame & Watch games, 
Nintendo blessed Mr. Game 


Re Wertch with a few more 


rever, the character did speak 


a large gaping mouth ond big round nose: Mr. Game & Watch's tolbeit through text) in the Gallery 
design was as simple and as functional as the Game & Watch units section. To the best cl our knowledge, 
themselves. Nonetheless, his rudimentary look dovetailed perfectly he ha ant uitered o word since lactal features. In lhe gar: 

Bai, he has eyes; in judge 


with the simplistic nature ol the gomes, while also making him 
he has a set of teeth; and in 


easily distinguishable against the handheld's diminutive displays 


Heimetl [which was renamec 
Furthermore, Mr. Game & Watch's generic characteristics EE E 


| Headowche in the UK due to 
made him the ultimate everyman character, a faceless, bs sarna Sonata ei 
rersatile hero that could adopt to any game scenario. the originol title) he sports a 
rather notty safety helmet... 

or should that be haadacha- 


MEN INTERESTINCLY, THIS VERSATILE approach to 
1 prevention hot 

character design nearly became q much more important prevention ha 

par of Ni ntendo gs Cr SEivE -| é TOCEss according LO Cc recent 


Iwata Ásks interview with Shigeru Miyamoto, Mario) 18 revealed, was 


- MARIO. TOSHI. LINK. SAMUS. KIRBY. DONKEY KONG. 42] 


Ea stand as prooí that Nintendo is the master when it comes to originally called Mr. Video” because he was ig to appear in 


EHEHE crsating videogame characters. The last three decades have every single Nintendo game in different roles, just like our LCD chum. 
See fi rs » pH ie Soma ol the most successil al, enduring and Mr." W fideo never came to be however, and Nintendo o created | 
recognised heroes to ever grace the gaming world. But while Nintendo whole host of popular characters in the form of Mario, Link and Kirby. 
is tomous for its impeccable hit ratio when dd characters, its These colourtul, vibrant characters quickly made Mr. Game & Watch 


egrliest hero, Mr. Game & Watch, Iailed to o apture the same level oÍ look drec ry Ey comparison, and these new characters did him no 





trvours by appearing in Game & Watch titles of their own, muscling in 
on his modest gaming patch, By the time the Game & Watch ertero 


celebrity, Nescho Hei 1g the first character to mascol e own series ol 
consoles, rub shoulders o the likes of Mickey Mouse, Snoopy and 
Po es ve + ema plery cr pa role in th e acivent oi portable q gaming. was phosed out, its mascot was all but forgotten, a tete that Nintendo 
has been smart to avoid since. Ti Mario had been called Mr, Video, 
the games Sheriff and Radar é Scope (tho later praia as pia he might have disappeared off the face ol the Earth, said Fic 


Miyamoto 's ecrliest project), Nintendo released a series ol handheld n the Irata Asks interview, He doesnt mention Mr, Game & Watch, « 


Fa 


LCD qumes des que by na fokoi. Game & Watch was Nintendo's course, but we can tell he's speaking from experienca. 









Hi Bt foray into mo a ' má 
In the Super smash Bros. series, Mr. Game 





Woich CGalery titles, Mr, Game & Watch was given ancther chance 
after Nintendo dusted him off to appear in the Super Smash Bros. 
series. Nintendo embellished the crude makeup of the character, and, 
na nod to his past games, based his special moves on old Game & 


design, ollered true portability tor the first time in the games industry, & Watch can cell upon a number cf special 
attacks, call derived from his old LCD dora. À 
ley xampl BE ie de Oil Fonic, which finds the 


cheracter absorbino  energisedl e TELL pro pctile: 






Mr. Game & Watch was a recurring character who appeared in a 















vast number of the sixty Game & Watch titles released by Nintendo 
between 198 Ú and 1991, playing either the central hero las in the 





oltacks using his el] bucket: Che , Ss an errati 


games Ball, Chef, Judge) or as a peripheral character the player would Watch titles. Furthermore, the trophies in the game revealed some 


Mr. Gama & Watch s recognised lorm is q 
basic human shape with big round extremilties. 
Becouse oi the crude LCD A used in 


E RS À projectile attack that sees im Hipping sausages 
need to save or protect (Menhole, Fire), And while it was Donkey Kong backstory on the character, explaining that he's made of a strange in the air with a trying pan: Judge finds tha 
primordial substance and hails from a place called Superilat World. character pulling q random flag up in the air, the 
This new lease of lile reinforced Mr. Game & Watch's cult appeal, + number that appears on the flog dencting the 
potency cf the citack:; end Cote pus, which is Mr 


Come & Viotch's “Super Smash”, qnd 


that would catapult Nintendo to bigger things = the 1981 smash was 


one of the first arcade games to replace nondescript spaceships and the handheld, all characters and objects wero 






alisgns with proper characters — it was through Mr. Game & Watch thal but also highlighted just how blemk a slate the original design was - monochrome, hence Mr. Game & Watch s dark, 


inhoy CIP PCI T LITE, However, it was later revealed 





while underscoring how far Nintendo has come. Beside the developer 's 
evergreen heroes, it's clear that Mr. Game & Watch was hardly a 


Nintendo first trialled this innovative approach to videogame design. E PRA DRE MARA i 
á n the 13 LJ] EXT sSUTdgsih Aros JUmes thai the 


+ mma frem or mma rs aba crtrmem mio 
character is made from a primordial substance, 
consisting of tiny violet spheres knovm os Shadow 


| a ; transtorm into a giant cephalopod and attack 
Às it did when coming up with the look of Mario, Nintendo designed | 


Mr. Game & Watch around the limitations of the characters hosl 


logs anth hyús tentacles, 
character at all, but more an icon ofthe LCD q Je Anembodiment of the 
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hardware. The unsophisticated LCD technology that powered its Game &Watchbrand, he's as close at it comes to being a playable logo. "Bugs. Okay, Nintendo... whatever you say, 
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Emo enfamc ana 


E The close-up view ct Judge altorded a mere E Fire soes the choracter getting his oily hide E The choracter was revived by Nintendo when. EM: Game & Watch lectured on the Game Boy E Mr. Gomes & Weatch's Final &mash move in 585 EM: Game & Watch botiles to reach his outside MC hero coiches talling porachutists os they E Bai starred Mr. Gome & Watch, but he wos 
detailed lool: at Mir Georme & Wetch. Look, teeth! served by a pair aí tiremen. he appeared in Super Smash Bros. Melee. themes to lhe Game & Witch Gallery series. sees him chonge into a giant octopus. loo wrbále ervobding a shower of tools in Helmet jump into shork-inhested werers. replaced in the 1981 remabe, Mario The Jugagler. 
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GAME & LUATCHS 
SUNG HEROES 


Though he was designed to adapt to any role, Mr. Game & Watch 
didn't actually appear in all sixty of Nintendo's handhelds, Some 
games featured bespoke characters, made to fit the loosely sketched 
tiction cf later games. And as the designers acquired various cartoon 
licenses, or worked with IP derived from their own NES and arcade 
hits, Mr. CGrame & Watch gradually had to make room for more famous 
faces. Here are just a few ol them... 








Variants: Widescreen 

fear released: 198] 

Plory it on: G&W Callery 2 and 4, 
Cooking Guide: Cant Decide What 
To Eat? (as en unlockable), DSiWare 


WE RE NOT ENTIRELY sure that 

this isn't just Mr. Game & Watch 

in aq chef's outht, considering the 
characters do look quile similar ana 
Chet is one of the Mr. Ci&iW"'s gpecials 
in 55 (though so is Octopus) 

bul, regordless, this quirky game 
deserves recognition. The player 
assumes lhe role ol a harassed chef 
who must cook various items oil food 
by Mpping them into lhe air using a 
trying pan. If that doesn't sound like 
the worst kitchen nightmare, you also 
hod to watch out for on annovino 

cat wno woula stab at the tood wnlh 

a tork, hold df up and then randomiy 


release it to mess up your timing. 


Verriant: Silver /Widescreen 
Tear released: 1980 
Play it on: G&W Callery 1, 3 and d 


THIS LICGGHTHEARTED TAKE on a 
bleak premise lound players assuming 
the role of two firemen as they save 
people jumping from a burning 
builelino - ployers had to jugalo 
multiple people in the alr using a 
trampoline cnd get them to the sotety 
o! the ambulonce parked aí the other 
side oí the screen, This G&V game 
actual features an appearance 

Ey Mr. Game & Watch, who goes all 
Agent Smith by cloning himself and 
plaving the role ol fhe hapless victims. 
lt's also one of the most popular GA 
games, and was spooled lorilhigmily in 
Earthworro Jim 2, where il formad the 
Inspiration tor à minigame het sor 
lim protecting lalling Feter Puppies 


using a large marshimailow. 





Variant: Widescreen 

Tear releqsed: 1981 

Play it on: G&W Gallery 1, 4 ond 
G&W Collection 2 


THE UNCOMPLICATED BRILLIANCE 
of the Game & Waich games con be 
summed up perlectly wiih Oetopus 
wrluch lectures q simple tyo-butlon 
control scheme (one button to sleer 
your man left, onother right) and easy 
to-grasp goamepley. Plerving the role 
ola deep sea diver twholzoks a bile 
like om LED version of a Big Daddy) 
vou must dive into the murky drink 
and make ycur wey to a Leagsure 
Chest quarded by à giant octiopus, 
being carsful to avoid big wondering 
tentacles, Ônce the booty is collected, 
vou then herve to make vour wory back 
to the Boat. Ok "Opus is ilha inspiretion 
behind Mr. Game & Watch s Final 
amash move in the 585 gumes: 


4. 
Variant: Silver 
Tear released: 1980 
Play it on: Game Boy Gallery, GEN 
Collection 2 and DSiWare 
E FERMEN TOU play someone 
wilh an unheclthy passion tor mole- 
murder. St 


to tivo male homes, you position you 


dino over the entrances 


man cver them, so whenever G poor 
nole pokes his head up to find out 
what the wecther's doing, he's in 
prime position to have his poor life 
ended by à violent hammer blow to 
the head. In fact, the guy you ploy 
actually takes so much pride in his 
work that he ducl-wields, holding 

da hemmer in edch hand to ensure 
mensimum mole mutilotion. Joking 
aside, the game is basicaolly jusi 
Nintendo's cum pockel-sized LCD 
lake on the popular 197] coin-op 


attroction WhocA-Mole. 





Variant: Micro Vs Systom 
Tear released: 1984 


Play it on: G&W Gallery d 


[ doesn't take Barry MeGuigan 

to reglise that beat- em-ups 

have come a lo NO WC Since this 
primitiva LCD gqome, which gives 
a crude periormance cf two men 
Honting each olher wlule wegiing 
very thick mittens. In the contest ol 
CaB Sines though, this portal 
beal“em-up actually isn't all 

that bad. Vewec from a side-on 
perspective, you assume the role 
od a broken manionette, and with 
five bars of health must knock 
dom your opponent using either 
body blows or jabs to the head. 
The name was later changed 

to Punch-OQutltin America to tie 

mn with Nintendo's popular NES 


boxing game. 
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Variant: Widescreon/Panorama/ 
Tablatop 
Tear releqsed: 1983 


Onginely Miyermoto wented Popeye 
characters to appear in Donkey 
Kong, but couldn t get the license 
from King Features. However 
boceruse ol the global succoss of 

ts oddly named arcade game, 
Nintendo had no struggle obtoining 

it cattorwards, henco the existence 

ol lhe Popeye coln-op (1981), NES 
conversion (1983) and this Game & 
Watch title. While the arcade game 
ploaved asimiloriy to Donkey Kong, this 
version is quite a bit diflerent. 1 finds 
tha player controlling Popeve, as he 
sits in a rowboat trying to cotch litter 
being tossed to him by Olive Ol while 
evoteing getting punched or smocksd 
with a moalet by Bhato - meira but 


oddly captivating 


Ma aah 


4, 


: HALL OF FAME... MR. GAME & WATCH :::::: 





Variant: Wic e screen 
Year Released: 1981 


Mickey Mouse appeared in two Came 
& Watch games. The first, tiled Mickey 
Mouse, scnw the squecky-voiced one 
colecting eggs from four separate 
hens (we thought mice ate cheese), 
with the pleryer losing a hte if one is 
mizsed. The game is very similar to 
another Gome & Watch game called 
Egg. In toet, it'a essentially the same 
game, but replaces Mickey with o 

lox - it's believed this was because 
Nintendo didn't hold the righis to 
Nickey Mouse in some ports of 

lhe worid. Mickey also appeared 
colongside his pals Donald Duck and 
Gooby in 1982's Mickey And Donald, in 
which the tro worked together to put 


out a fire using a faulty hose. 


E, 





Variant: Table Top/Panorama 
Tear Released: 1082 


Ls well qs Mickey Mouse and 
Popeye, Charles M. Schulz's Baonuis 
characters were also licensed by 
Nintendo in the early Eighties to 
appear in their own series of Game 


Br Wa En titlos. N [o jQhia, bo confused 


same name, ais this portable iteration 
is for more simplistic, Encopy Tennis 
found pleyers helping Schulz's hugely 
popular two-toned beagle 


PAU q COMUNS 


borrage of tennis 
balls served o dá 


to him by his 


camner Chorlie | 
Brown and 
— — 
-—— 


pol Ley. 
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PORTING :!stoj=s 


After months of mocking history's worst arcade conversions, 
games” thought it was high time to talk to the people 
responsible for some of the best and worst examples of this lost 
art, and find out exactly how difficult such a process could be 


EF YOU THOUGHT that converting a PC 
EE O Xbox 360 game to PlayStation 3 was a 
MEME thankless task, then spare a thought for the 


programmers and artists oi the 19B0s. Converting 


the hottest arcade hits to primitivo home computers 
Like the Spectrum, Amstrad CPO end Commodore bd 
was q near-impossible feat that olten resulted in pale, 


wotered-down adaptations of the real thing, Some 


wera occasionally excellent, o! course, but others 


were complete disasters, open to much ndicule. 
simon Builer created the graphics for severa! 


arcade conversions, including Taitos Legend Cf 


Rage, oNks Athena qnd Data Easts BreakThru. 
And he doesn't beat about the bush when it comes 


to describing just how thankless a task such projects 
were, We would simply resign curselves to getting 
sloated by the magazines or hope that they would 
appreciate the difficulty of our task and review us 
accordingly but most ol the jaded little divas were so 
lar up their own arses they had no comprehension ol 
what game development entailed.. 

Whila games” wouldnt go so far as to call 


ourselves jaded little divas, we have been known to 


mock the odd Conversion Catastrophe on CONTINUED >. 


: PORTING HEROES 


19 








qi 





E Athena, the Greek goddess of seli-delence 
and wisdom, lost a great deal ol her physical 
presence in the transler to home compulera, 


monthly 
ses games based on how much fun they are to plory 


a 


af basis, and thats because we judge 


However, Butler is 
what it was 


not take lhe time to see 
sider 
bi agest names 


right; wrhry 
like on the development 
+ OÍ the 
and asked 1 


With that 


in mind, we rounded up some 


in arcade conversions [im explain 


but 


anything and everything about the difficult 
exciting world ol 8-bit coin-op ports. 
One of the most overlooked parts cf the entire 


conversion process is also one of the most important, 
and it's where the whole process begins: licensing. 
| EqRyr d 


Et ai Rj 


As head ol Ocean &oltware between 19B6 and 
Bracey 
the rights to some ol the lnest licenses ol their 


sed Ganda 
worlds were very similar 


Fa] 
Gary spent many years nego tino 


time, both movie-ba and coin-op, 


feels that the two 


wrEm t came to home com puts adaptation. 


Qcean had great relationships with many 


coin-op companies, who earned considerable 
revenues from our conversions, and so, much 
like being presented with the scripts [rom 


IINONVIE  COTTIpHA nies, we were olten PIIVY to 


pre-produetion games when we could cherry- 
pick the new and upcoming titles. This was obi tusly 


more speculative than licensing something alr eady 


cesstul, but it gave us a jump on 


released (cond s 






BD Ol course, some 
cornversions were much E 
mare [mai ba than cthera. de 









WED GET THE 
ARCADE CABINET BUT 
WE WOULDN'T HAVE 
THE SOURCE CODE 





GARY BRACEY 
Head of Ocean Software 
1986-1993 





E Gary Brocey, 
enjoying his stint ot 





the competition. lhe process involved memy trips to 


Japan, which 1 always enjoyed.” 
Being based in Manchester, Ucean Soltware was 
lar away from Britains biggest arcades, and even 
lurther Hom the generally 


Japanese developers 


that the 
with 
a number ol 


that made the games, so it was essential! 
company build up strong relationships 
“Thor 


key coin-op companies that Jon 


E NBT 
+ WETa 


overseas publishers, 
ods [Ocean 
lounder] had established a very close Ene OTIS ip p 
ath 


crys Bracey. 


Sonami, laito, Data East and 5Nk in particular, 


“The easiest [Japanese 


CAPTA CIT i=d= 


to dea! with] were the ones that quve 


their Western subsidiaries 
do these sort 
good London office and we qot to Enow 
the folks in the T 


mel. 


authority to 
of deals. Konami had a 
Jaito De ste ollice quite 


Some ol these companies even 


got themselves agents to represent their 
when the market started 


1 lite wider. 


an extra-special relationship 


tiles, which is 


opening We always 


had 


pnadnhy 


Lipo 
with 
Deta East. 


successtul in the | 


beca Use 1 | Ley mera inc] Ea libly 


USA, and so that department was 
ir, 


as quionomouvs as a Westel n-be LEU subsidiar y o! 4 


Japanese CC porcrtic mA COL o | Dê, fact, tha ax El o H 
Derta East USA (Ray Musci) later became President ol 
Qcemn USAÃ. 


CO) 
ha 


nm WITH 


CÚcegn hod to think carefully about which 


MANY arcade games around in the 


LE IS, 





Ripa to CIC q gire ond which to leave well alone, 
this down to 


oithe Ed games. "Every time we were in London, 


mostly 





Unsurpris came the quality 


WE heck out the arcades to see what 


rio LI | d L yo TWS 
machines were getting the most play, Bracey recalls, 


large dis 
s info that wosn t generally crvailable, 


We also knew a few cl the tributors, and so 


they could givel 









of t and 


much like asse 


Sometimes, of course, it was a question of 'g 


essing films, you gota tee! tor what would 


be Eca Úceans cther concern, oÍ course, was 


o the 
predo minor bit computers ol ad “Approvals 


exactly how would translate 


rel] these games 
were often very tough, as we needed to convince 
[the original developers) that multicoloured sprites 
against a multi-parallax scrolling background, for 
instance, were difficult to achieve on a 4Bk Spectrum. 
some things just weren' possible, but [think generally 
our guys did a good job.” 

Those guys, 


hands: « 


as Bracey puts il, were olten hired 


other studios contracted and trusted to turn 


Ocean licenses into the next big home conversion, 


In theory, it NG: Etisier io 00 à PERALTA LG it rdS UTI 


adaptation, rather than a mov jo license which needed 


develo 1 Ee 


| ih 


toa 


to be designed as well as «he explaina Tor 


“That's r 
the major challenges ol the pro perl 41 “quart 
pini 
However, 


Ev cs there 





context. it to scry it was 





were 


into thal smart technical 


skills, 


reference then itwas easlerto hand: 


pot required pretty 


because the core game existed lor 


ver to an external 


company, as opposed to be in-house. There 


were obvicusly notealla ex 


TER 
WE Loka 


kept 


Teptions, nen gama 





such a potentially messive hit that we general) 


— ma + 
umbai 


those to ourselves and our oan people, Cs 


qa) 


| am) À | 
b im m 
Lidso Já 


Schoo!, and 
that 


team were really into the game then 99 


ro a A Pm Ti 
Rat Dar: ETC VAU, 


tenegode come to mind, 1 do remember 


if thei 
per cent ol tl 


ne time na conversion would 


be superb, and so the guys reaction to 
a particular game was a big factor in 
selection of which individual developer 


would work on it. 


HH “DOING THAT WORK 
the simplest way oí getting a toothold 
the David Leitch, 
programmer on Spectrum's 


SUNS, 


seemed 


in industry," says 


Double 





among other 
well thought- 
EasSier ( bj toi getting a j ab with 


Dragen and 


conversions. Tdidn't have o put plan, but 


it seemed like a much 
company doing work-for-hire projects than putting a 
team together and finding funding to develop original 
LJLATTiS Plus the [Tip VLS TNT reliable, ! though I 


wouldn E describe it as more lucrative, especially not 


when [ lirst started out. 
Butler elaborates, In 27 years 


[ have worked on less than five of my 


in the l ndustry | think 


so 1 


own tiles, 


| Operation Hd was! cetually E 
light qun game in arcades, 
but some home versions nero, 





| 


| 


começa 
es 
semi 
Es 
re 
Po 
E 
pa 
pa 
Ts 
E 
ps 
“a 


a |] JURY 


E Comba: Schoolia 
remembered by Butler cs a 
highlight ot the conversion era, 


NEerFel SU code LUTA Sion ts anythi [HA] other the Ar! 
partand parcel of my day-to-day job as a pixel-pusher 
Working for clients such as Ocean, il was always fairly 
obvious 1] If ever 


not vou would seldom, get a chance 


to develop der of your own. Conversions and 
fcxr and it 


15 only the rare exception such as Wizball 


licenses were more lucrative in lheir eyes, 


rr o pp 
di re To 


non-conversion actually made them money. Whether 


the Wizbails ol the world made as much money as 


Robocop or Batman is another question, and one | 
think we can cl probably CJUESS the answer to. 
Conv like Butler 


would general lor 


ersion specialists ond Leitch 


OT small development 
that would contract 
work 


hers like Ocean, 


companies 
conversion trom 
publis 
simply have to 
the 


original manutecturer or the publisher itsell. 


big 
cana woula 


get on the job with 





most limited o! help from the 


own and had to stema or tall 
Butler. “I 
but 1 « 


say that the manulacturers would have been 


We were on Our 


on our own merils, says suppose that 


WCIS the challenge, can honestly 


part ol 


much use in home game development as 
a one legged man in an arse-kicking contest, 


Err 


They woulal | have just got in the way. We knew 


our jobs, and for the most part those jobs involved 


dissecting each game and then working out what was 
feasible and what After 
“do the best you could with the 

“For most oí the things 1 worked on, we'd get the 
arcade cabinet delivered to the office, but we wouldn't 
urork 
from, unless much smarter than myself 
could figure cout how to rip them out of CONTINUED >. 


Was t. that it was a case of 


tools to hand: 


have the source code or the original assets to 


[9] LEONA 


nda ERRO 


á “E Ecckground-absorbing Specirum 
E sprites meant even ihe best arcade 
conversion sullened in termas ol misuals 
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rammers 
trum 
me 
seems 
that musicians" tastes al 
Isemhere. “The superia 
“chip made t ne 
6 4 the onl pf 


says Dunn. 


Commox 
ch o l Lo [ F ; 
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dl 





“ adds Leitch. “So all the 
things from that era that | ported were actually 
look-and-lee! based rewrites. lt c 


if we'd had the coin-op source code, it wouldn't have 


the arcade boards, 
aula be arqued that 
which it 


been a lot of help because oÍ the extent to 


would have needed to be re-enginsered to work en 
the target system. So maybe that's why no one eve 
bothered chasing it up... 

Lack of support was one Eis bul 
it was the « da ively primitive power ol the 8-bil 


home computers that really made arcade conversions 


E Legend Of Kage sultered in all às conversions, MEM D TELL: 
ich a challenge. “It was a pretty goligas losk," says 


buí then the coin-op isnt much tun either 


Puta: and even though the machines at that point 


were far removed from those of the Street Fighter II 


era e ERA they were well cevanced over Aa 8- 


bit brethren. With the ex eption o fL agent d Of Kage, 
which was CI treaves Yi ac ALII ILE Lo E be LAB + h,1 PI y 
ol our conversions come close to the of Ena Riad í k 


the time we just soldiered on gamely, trying our best 


to make the housebrick-sized Fiséia on the Chá or the 
wondertul pelettes ol the spectrum come as close to 
the arcade original as possib la, 
Ônce 1 wound up working in-house for Ocean, 
we would just roll our eyes when they wheeled in the 


latest machine, ond we stood sloack-jowed at some 





shooter with a gazillon bullets filling the skies ovel but, in the Uk, the Spectrum, Commodore 64 an 


some hi ghiy detailed luturiste city in a billion colours. Amstrad CPO were less up to the task and all had 
We | o p= à had to sOmMmE dp aah replica = thort Gm the Pro Lorna er thair WINS E ros nd CONS 1 developed OM Every 


Amstrad or the Spectrum, so we bit our tongues and or another, 
just got on with it. lhere 


the cloc Ea cilmery: 


tormat at one ra 


says Butler. My 


WOS precious lítle time and house had pretty much every machine laying around 





s ticking on an Ocean title,” - somewhere, because | worked from home as well 







as in-house. But my machine of choice, for some 
JAPANESE DEVELOPERS 


PORTING to the comparatively 


inexplicable reason, has always been the Spectrum. 


Having played a lot ol the conversions on that 


poweriul consoles of the Ra popa machine, | suppose | personally would have to 


Tr rIlike Speccv corn TT 
SUP LIKE SDPECCr CONVETSICTIS, IM 


the detail you could get wilh the 
The 64 was the ponce's machine 





Eighties may not have worried ainly because of 





too much about the increasing | outlined sprites, 
. They had ideas 


above lheir station and everything was always 


FRNUNE 
LERITE 
FERINA 
EDITE 


complexity of coin-op games 


a bit widescree 
= FT — SF: QE O És not untoir to suggest the subllety ot Amstrad w 
ac, Esçe's changing seasons was pretty ; ? 
GD BE much wasted on the Spectrum colour palete. always had that air of being the poor cousin sat in 
à Í |: “the corner 


with those Lego-sized pode: The 
cIS aaa Fá cause ol the two resolutions, but 


PM abd=[ e: 
ERCTETADENE 





Fa, siçh also found himself working on the 
imble Spec 


to he dirá IT 


SUE MILE SSUI, AMU DGLLIUDEO 


] 
Ta Cla 


"ig gm 
= 


" the most. “All the display stuff fere 


a but t had a comparatively 
of the welrd colour 


Pig ge gm 
» 





system, you didn't have to process à massive amount 


of data to draw stuff, The Commodore 64 hod 


"ge gm” 
mm mn o 
CER CRRO aa "RÃ 


1d character-m apped lo À EMT and 


a tew hardw sprites s th itcould be “multiplexed”, but 


» ; ais 
POLI L CA PALA DES Sd CAL una, 


those factors were offset by a rather slow processo! 
no the gincl Ams od CPC machine was pretty 
orriols t the later version was probably the bes 





E the in na 


ÚUCTOSS | he | no Is Vera É 


more qens roi] level, the prod JE 
usually along the lines ol 


trying to replicate stuff that had hardware support on 


the coin-op, like hardware scrolling and sprites, when 


vou had to do everything in soltware on the target 
ms E | . 


Espec Re 


ca Ei da 


machine. Plus the target machines usually had much 


less mem ATP. so, tor a whole bunch of reaso ms, FOU 
nad to write really tight, opt timail code. 


| pt ? Ultimately, rent , sensibla programmers had to 
[E LÊ =] TA ZTE THAS THE resign nsnndelras or, sons toct the es dE i: a The ea 


was often a technical impossibility, dia 












oteve Blower was a prominent 
ojo (o) Mo (o [=No [=(citopol=idfobaTo! 
illustrator in the Eighties, 
working tor Bug Byte, Imagine 
software and Ocean. And, 

fo t=Wsl=0=> 00) onistMRdo|=No tado): 

o (leite pobiato did v CD oo (ol (o (o pin 

(o) de idojo (o [=Nojo) si i=) 6) [0 ja ES 

was somehow much more 
strict and open to publisher 
interference than any other 
ojerqdo) Mo l=Doj ço s/=[=/= 


3 How did you get into the 
nãos 


videogames business, and how did 
you come to be involved in videogame 
packaging design? 

lt was around the period 1981 when | was 
working from my own studio in Liverpool 
as an illustrator/graphic designer. [was 
sub-contracted by a local advertising 
agency to produce an illustration for a 
double page colour ad for Bug Byte, one of 
the UK's first videogames developers and 
publishers. Two of the stafl at Bug Byte, 
Mark Butler and Dave Lawson, scw my 
work and visited me at my studio asking 
HI would be interested in producing 
ilustrations for their first videogames. 
[then produced the illustrations for 
Arcadia, Schizoids and Catcha Snatcha, 
and also designed the Imagine logo. 
Mark and Dave then asked me if [ would 
be interested in joining Imagine as a 
junior part in their ledgling videogames 
company, Imagine Software. | accepted 


their offer, designed the Imagine logo 


and joined them in their new offices in 
Temple Street, Liverpool. After the demise 









of Imagine | was approached by David 


Ward of Ocean Software to join Ocean as 


creative director - a position 
that | thoroughly enjoyed 

tor a period of lá years, 
winning numerous industry 
awards, including four Golden 
Joysticks, for packaging and 
advertising design. 


When worling on arcade 
conversions, how much 
support were you given by the original 
arcade manufacturer? 
Licensed Arcade conversions had 
to follow detailed specifications 
set by the licensing publisher 
who, more often than not, supplied 
colour transparencies of the 
ilustration and logos, We were 
never left to our own devices 
entirely, apart from the design of the 
rear of the packaoging, instruction 
manuais and advertising. Às the 
industry progressed — and with 
the introduction of console-based 
games - then the licensing games 
manufacturers became much more 
specific about the design and layout 
of the packaging, by supplying very 
specific style guides. 


And did those manulacturers place any 
limitations on you in terms of what you 
could and could not write or display on 
the packaging? 

Absolutely. The placement of graphics 
elements such as barcodes, the licensor's 
logo, format icon, et cetera, had to follow 
a generic format. We were not allowed to 
crop the central image illustration. 


LICENSED ARCADE 
CONVERSIONS HAD 

TO FOLLOW DETAILED 
SPECIFICATIONS 
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Do you recall any particular 
difficulties that came up? 
| recall that one arcade 
manutacturer was particuleariy 
difficult to work with at the 
time. All artwork for packaging, 
which was produced without 
the aid of computers, had to 
be sent to Japan tor approval, 
which always took longer than 
expected. We olten found that, 
although we followed their style 
guide to the letter, the design would be 





failed” for some banal observation 
regarding a small design element that 
was more subjective than objective. We got 
around this by keeping our design input to 
a minimum, and almost dispensing with it 
altogether on the front of the packaging. 


What was the best thing about working in 
this particular field? 

The best experience | had was working 
with Ocean Software in the early days 
(1982 - 1992). The industry was young and 
incredibly dynamic. Iwas lucky to be in on 
it at this stage, as | had free rein to let my 
creativity work at its best for Ocean, and to 
see the effect ot it. The whole industry was 
such a buzz. 
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E Winners dont do drugs, especialy ifthe 


RR roi da cirpcaar der anca é Domana 
vellois. Very bad tor the brain. 


a? what really maittered was the ability to make the 
uma 
nas 
had the coin-op, as Leitch explains. 


plarer enjoy the game in the same way as they 

“Becquse there 
was usually a big disparity between the hardware 
capabilities ol the coin-cp and the target platiorm, 
Vou dknowlrom the oulsetth atyou dhavetodro pEOME 


features or implement them in a simplilied way. So 




















eans you have to think really caretully about 
what makes the original version a good game — what 


are the things that people enjoy most when they're 


playing itf - and then you concentrate on getting them 
right. And [ think that's actually really good training 
tor making your own games, 

Allthe best intentions couldn t produce consistently 
excollent conversions, of course, and the realitios of 
game development mean that even the best coders 
and artists produced disappointing conversions from 
“TLtried to get on C64 Athena, 
recalls Butler. “Tused high-res sprites on 


backdrops and it looked like it 


cravons by q blind monkey 


time to time. clever 
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guccinetly put it. | 


— 
BONE OFT “The most difficult 
locked aspects of arcade 
conversions is the humble 
locding screen. Though 
nota port ot the 
game itsell, these 
screens were 


É most over- mwondertul loadin c screen 
but also most enjoyc tble 
part was the leitering, 
was very primitive, but dl ne says, somewhat 
surprisingly. 
no fonts available, 


fx | E THE 1515 NC Es no Wir 15. 


“The sofiwore we had 
wosn ( quite as “There were 
working 
on graph paper, 
like they d 
Ultimate, * 


E doa as 


able to use more id al 


MENS TON! 


colours and a he says 


higher resolution ol the creative 
tham the in-game process. "I've 
clways been 


quite technical 


graphics, and 
helped give the 





plover a nice minded, rather them 

taste of the original coin particularly famboyant 
op experience... il done and artistic, so doing 
properly. Ste Picklord, computer graphics - even 
creator of Watrix and with the relative freedom 


Naked Wear, got his storm offered by a loading 


as a freelence artist, and screen - probably suited 


was the man behind the my analytical nature. 


dy 


decent text tools, and | 
clmost never he ra OVEl 
art to copy from, so] 
was free to invent titles 
and logos on most 
l>ocling screens, 
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arcade 


am “1 TRT MY think of my 


conversions, They are a painful part of my past, onhy 


best not to 
because of the level of frustration and the desire 
for the end product to be so much better than was 
possible at the time. But it was also a learning curve, 
and an era 1 can honestly say Iwould not have missed 
for the world. If pressed, | think 1 would heve to say 
Combat Schoo! [went well] because round that time | 
WCIS e ng Heartland, and 1 saw Combat School as 
a chance to do high-res everlays, so that the sprites 
on the 64 would be in full colour but also have black 
outlines on them. Gary Bracey, bless his cotton socks 
they re probably silk carte 


Armani now) Java me 


blanche to do the overlays and Alan Shortt, one ol 
the coders on the B4 already 
spitty without 
wonting to blow my own trumpet, 1 think they worked 


version, adapted his 
sprite/tile editor to do the overlays. And 


pretty well. 
David 
“Double Dragon didn't 


Leitch tells of similar ups and downs 


turn out too well, which was a 
shame, as it was q Teally big title and it was also my 


firat professional job. But that was probably the main 


= 
ote Pickford discusses his time designing 
loading screens lor Eighties conversions 
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ihere was some promo 
cm, which 1 think was 
the art for the side oÍ the 
arcade cabinet, which | 
got a Copy ol and which 
| copied for the loading 
screen, [ don't think | did 


BARNES: 


Ci CAPA” 


many other arcade game 
loading screens, butil] 
cid it would probably just 
be a manual, hand=droam 
copy oí the game's logo 
done by looking at the 
machines attract mode 
between games and 
copying it. 1 quess the 
industry was young then, 

t left to 


Md WE Were jusi 


get on wnath dt.” 


MH Eightes gamers had to spend several minutes staring at a loading sereen 


belore they got to play ihe game, Good thing most of them looked ace 


think 1 had enough 
experience to get straight into doing a good job cf it, 


reason it wasn't any good. [don't 


ond | spent too much time figuring out the basics and 
agonising over how ['d approach things. If y 
it down, nearky all the main features of the original 
Spectrum version, but they're all a bit crap 


ou break 


are in the 
and the net result is a rather ugly and plodding thing. 
The cardinal sin in the work-for a busin ness is being 
but that's 
good thing to be said ra EL 

NARC got the 


probably the only 
“ 


Out of the Spectrum stuff 1 did 


best reviews, and | think our version was pretty 
taithtul to the original. And [ was very pleased with 
that, because theres a ton of stuff going on in É 


— it's probably the most technically proficient piece 


ol work | did on thai platform. But person 











LÊ | dont 





think it's that great a game. Ônce you get beyond the 
brutal h 
stealing their gear, it's a litile bit monotonous. So 1 


umour cf Blowing drug dealers to pieces and 


lavourite is Shinobi. looks like q bit ol a 


bre akfost in some so es (mainly because ol 


think my 
psd 

ea [6 [= 16 the gameplay is 
ci Fed ca are eia Er Mitac enemy types 


ma boss lights and even q 3D minigame throwr 
md boss fights ond 1 3D minigame thrown 
clunky. but 1 think it still 


captured the appeal ol the original, Most of the credit 


in. Our version is a little bi 


tor t being a great game goes to the development 
team ct Sega, but it makes me happy to think we 
didn' t muck it up. 

BBH AS THEACE of B-bit computers passedinto 16-bit 
systems and eventually into super-powered 
arcade  conversions 


Games CONSQLES, 






increasingly became near-perfect and, in 


= RR ai O E r ” 
some coses (such as Soul Calibur M, were 


actually superior to the coin-op originals 


And as the arcades themselves began to 





fade away, new generations ol gamer no 
longer even thought in terms ol good or bad 
conversions. With the original arcade games 
now widely available via emulation or: official 
digital distribution channels, the age of home ports 
has become a distant memory, but they re memories 
that our interviewees are under standalbly fond of... at 

least for the most part. 

arcade 


“The downside ol converting from an 


machine lar outweighed anything positive,” says 


Butler. “I can honesthy say that having to play the 


machines so extensively that we knew the levels, 


tha graphi CE, the attack WOIVES and Ro ot 


by heart was possibly the only good ia É being 


involved with en arcade title. How many horda Our 


E New Zoclond Story sorw some shocking EN 
CRER | É 
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DAVID LEITCH 
Programmer 





| TRY NOT TO THINK 
OF MY CONVERSIONS. 
THEY ARE A PAINFUL 
PART OF MY PAST 


E Dragon Ninja, with or without the Bad É 4 
Cudes. was q vibrant, colourhul arcade tiila. 
On home formats, not so much. 8 Fi Fã E 





DB The lenited colour polette makes il easy to 
spot a Spectrum screen irom parda away, É 
nl RT RT am A og 





age got to play a wide variety ofarcade machines lo 
iree and then got paid to do it? But the fact that they 
encouraged little if any creative process pretty much 
lock the shine off things. ' 

“The really cool thing about those days,” counters 
Leitch, of the 
home systems didn't match the hardware being used 


in the arcades, with a bit of effort and imagination 


was that even though the capabilities 


vou could bridge the gap and produce convincing 
versions ol the most popular and successliul games ol 


the time, fou could do that virtually on your own. And 


that was really inspiring, because it made the whole 


industry seem really accessible. lhe first proper 


pe pe] ris | wrote on the Spec rum was a version : pj , engo 
s to the local ar 
turned out noites well, ond that was it — | 


cribbed from numerous vis cades. 


knew | could make computer games. So 
it's nice to see plailorms like the iFhone 


doing so well these days. No one's ever 


going to knock out something like Super 
Merio Galaxy in their back bedroom, but 


they might well be able to come up with the 


next Flight Control or Doodlsjump.” E 
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ONVERSION 


The world's most emborrassing 
console ports under the spotlight 











unrealistically better than anything 
else on C64, That's quite suspicious. 
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LIKE MANY SEGA games of the period, Space 
Harrier debuted in the arcade and immediately 
attracted swarms oÍ gamers, eager to see 
another slice of cutting-edge coin-op action. The 
1985 release came in three different cabinets, 
the best of which sat the player in a hydraulic 
seat that rocked them from side to side in 
accordance with the on-screen action. It was a 
gimmick that got people to drop a credit in the 
coin slot, but it was the game itself that kept 
them coming back. Transterring the gameplay of 
the 2D shoot-em-up into a simulated 3D space, 
it looked incredible and played pretty well too, 
the sense of speed and huge multi-sprite bosses, 
in particular, making it one of the most-played 
arcade games of the era. 





This is the space where you'd normailly have lots of glowing review 


quotes, but it seems worrvyingly empty to us. | 


dh 













4 THE REALITY 


ANY HOME CONVERSION of 
Space Harrier will instantly fail to 
esto i colo lidel= Mojo) baço) oo [of sal= 01h00] 0) 74 
because it doesnt have the hydrcrulic 
cabinet, which was half the fun, il 
were honest. To make up for that, 
is (= jo) a db sT=[=/0 [fato Nolo)roT= Moi ollo/</=fito) 
replicating the three-dimensional 
Li oba iSÃo) Qdo i= No (ojab [o d o fo iss TROS 
possible, but the Commodore 64 
version actually does the opposite by 
stripping out any sort of effect that 
could impress the player. The illusion 
is so weak, in fact, that the dragon 
appears to be crawling along the 
floor like a slug. The speed is there, 
but with so few frames of animation, 
the game is virtually unplayable. 
Inexcusably, the memorable theme 
tune is unrecognisable in its SID 
chip form and the iconic “Welcome 
to the fantasy zone” speech is 
nowhere to be heard. 


The original 
arcade game 
used a pattened 
floor to simulate a 
feeling of moving in 


Space Hearrier's 
iconic first-level 
boss is done a 
real disservice in the 
C64 conversion. Elite 





À common cniticism 
of C64 Space 
Harrier is that it's 
too fest. But that's not 
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lifeless il Ss PRes nght, but | | 

to look te bi wherever they overlap, Era das makes 
resulting coa ai graphical glitches make orla enemies 
less exciting than So ni E ad of pombas na Pia 
coin-op wars. dl E the front of the screen, 


causing unfair deaths. 


What You Should Harve Played It On 


TOP CR atatatatatada. CSCILIE TE! ASiaSsSD ES) O V eraill, We ha ve to 
Eu Y l | 1a | h = 3 2 X VETEJOT 
of Space Harrier was the 
best. But it wasn't out in 
the Lighties anda no one 
owned that terrible console 
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count. Instead, we | 
O tor the well- 
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version, 





dl 








E Shoot an AT-AT enough and its power generator will be 
revealed. fa eHectively a weak spot and il you're lucky enough | 
to hit it then the whole thing will go down. 


STAR WARS: 
THE EMPIRE 
STRIKES BACK 











E Esth enemy and pleyer changed colcur depending on hew much 
damage they toc. It was a clever way cf representing heolih without 
cluttering the screen with energy bars. 





E ONE OF THE carliost lessons learned in 
mom videogame publishing, and one that still 
BEM rings trus today is that the license is king. 
Atari learned the lesson first, securing hit arcade 
conversions for its 2600 games console to lure in a 
huge, game-hungry crowd, but it was the advent of 
movie licenses - like Raiders Of The Lost Ark and E.T: 
The Extra Terrestrial = that represented the biggest 
opportunity to attract a wide qudisnce. And as movie 
licenses went in the early Eighties, there were lew 
that came bigger and more populer than Star Hiars. 
Although Lucasfilm had opened its own game 
development division in 1982, George Lucas's house 
of coders was actually unable to create its own 
Star Wers games at that time, since the brond 
had been licensed out to other publishers 
Intellivision prior to Lucasfilm Cremes formaton. Atari 
Parkes Bros had secured the arcade license and was 


F 
In-house due to release its groundbreaking wireframe FEW MORE POPULAR 








shooter in 1983, but it was Parker Brothers who 


babar gained the home console rights and cctuclly 
Programmer, Musician ended up releasing the world's first Star Wars 
Sam Kjellman game, curiously based upon the second film. 
Designer, Artist In charge cf bringing that game to lite was Rex 
a + | Bradiord, an “avid science fiction reader” who had 


“seen the original Star Wars movie something like 
ten times.” Despite his love lor the source material, 
however Bradtord hadnt joined Parker Brothers 
with the intention of making a Star Hiãrs game, 
and wasnt even that interested in videogames 
ct all, “I was a board game ienatic growing up, 
both as a player qnd as q budding 
inventor,” he reveals. At the University of 
Massachusetts, [taught myseli CONTINUED >. 


































E The development team would hove led to include the tene-cable 
gamepleoy, os seen in the film, but it as virtually impossible on the 
Atari 2600, Star Wars tons would horre to mai for lho NG4 lor that, 
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BINARYROOSTER 

dd li was one of the first times 

I remember a videogame 
actually resembling the film 

it wcs supposed to be based 
on. For a 2600 game, it was 
quite atmospheric, with the 
relentless march of the AT-ATs 
giing it a sense of ominous 
urgency. Recharging your 
shields by landing was a great 
touch, and getting temporary 
invincibility when you “used 

the force” made for a great 
few seconds ol unadulterated 
blosting. À truly impressive use 
of 4k ol memory. 


Posted by: 
THE HAWK 





dd Well, it was the first game | 
remember that had bosses that 
tumed a diflerent colour when 
vou shot them so you knew 
you were making progress. 
[thought that was very cool, 
though 1 was onhky about seven 
or eighi at the time. 1 also 
remember it being a lot less 
Iickery version of Defender. 
When I bought a 2600 off eBay 
lor seven quid this year, | was 
absolutely delighted to see a 
boxed copy of Empire Strikes 
Back in pertect condition. 1 
pleyed it again and - you 
know what? — it still plays 
really, really well. 


Posted by: 
COMMANDER IAMESON 





dd Dove this game, Easy to 
drenw parallels with Defender, 
but wory cooler. It chugs along 
ata fair old pace, and mhen 
you're into it end those AT-ATs 
have sped up a bit, it's a real 
challenge. The colours were 
gorgeous, graphics basic but 
functional, but the whole game 
just plerys... brilhemth. Its pace 
seemed to be over and above 
its peers (try playing Combat 
after an ESB session; it's like 
wading through treccla, and 
Combat's a good game!) Tou 
alwerys feel like you stand a 
chance and, when you die, you 
never feel robbed of a life. It's 
perfect risk/reword gamepler, 
hovering in front of an AT-AT 
pumping bullets into its fece 
thinking, 'eny nanosecond now, 
it's gonna shoot - DAMN! 
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Based entirely 
around the 
AI-AT scene, 
this was a 
side-scrolling 
shooter that 
managed a 
remarkably 
solid job of 
recreating 
the Star Wars 
vehicles using 
2600's limited 
resources. 
Retro Gamer, 
issue en 
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Ri programming, but didn't write any games per 


EH 
num 
make stand games at Parker Brothers, 


f fia arma F F 
Monopoly, 


« lhen when soon out of school! | sw an ad to 
makers of 





Fisk ond Cluedo” Bradford jumped at the 
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chance to work on some ol Monza classic board game 
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properties but found himself working on videogames 
instead. “] got hired to work on electronic games, but 
at the right time 
make Alori games. 


happened to be in the right place 


when they made the move to 


| got the nod to be the progremmer tor their first 
game, The 


me into 


Pa rker A urárgque radar Earl soma 
= ta entira Fun fada | To 
Strikes Bock thanks to the negotiations of marketing sesmaria wicia) es tha 
Mindane fem Indre trad 
queserst gone nto 


Empire Strikes Back, and that launched 


and computer games as a career” 


acquired the rights to T? 


video 
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ifenthh at! DL tl lorem 
os Rbncurod dt clica cor lhes 
destroy! 


had E Empire Alem! Pier! Thy tes “semnkinn 


final csstréry ho Andar Mit 


| fnahinay “ham hnich 
Firma! las einlioor em 


manager Bill Bracy, before Bradford arrived at incannthe derme! 





lhe game 
folks 


tocus on the 


the company; inevital. w some ideas for 


had already been "batted around by the 


marketing”. “Rh was an easy decision to 


Hoth patile 


so the basic scene/achivi ly was sel eorly 





on” Bradford adds. “Within that, the goal was to Wine pour Snoespeuder Control your Joetichho Aid iiem poa air Tha 
make the game fast-paced end fun to play foremost, vio em rua 2 impor cara Ae Ri a 


capo faro pour msasdhos, Es msecgo May Thom 

oo mm marido ra 

FOR USE WITH THE ATARI VIDEO COMPUTER SYSTEM" 
ans TRE SENHA VIDRO ANUANES. 


ond alo evoke imagery from the movie. Some ideas 


dropped by the weryside lor lack ol ability to pull them 
cond 


of including walker-roping visually seeing the 





PoNWEr GEengrcnhor ond it be TU bl Sum Up. Ii) Was MY first 
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fes io e! gh Ee ul IPS colmeia 6 day urara tom 


Atari game qnd pe Hola it might have been possible a e o sm Ae e 


to pull one or both of these off, Cut the Atari was 


very crude and Im not sure even with more 
experience they would have been 


Bradiora 
on the 


possible. 


was one ol onty two people 


r = dr 
Bar di. 


Empire Strikes development MAKE IT FASTPACED 


teor, with each member taking on multiple 


AND FUN TO PLAY AND 
TO EVOKE THE MOVIE 


responsibilites, as was the trend at such an 


early stage in the industry 's Cm 


Kjellmom got picked to be the gome's designer, 


history, 


ond me its programmer, something ol a lar 


ery fem 10U-plus game 
no spec per se 


up with most of the basic play mechaniecs, 


development stolis tulented Parker engineer and the inventor olthe 











these days. There was sam come first handheld game for Mattel, 





ta 


though 1 the circuit diagram. The first micr: fc rent 


participated in those and also eagerly took on the came back very fuzzy. So then the contractor put the 


ole of doing the stuff that's hard to spec - the camera microscope onto a mercury bed, on the assumption 


gt the fuzziness was due to vibration [rom 
didn't 
discovered the Scotch Tape over the lens. True story.” 


algorithm and paralax effect, general speed and nearby 


tuning issues, et cetera. 5o it was something cf a joint road traffic. Tha! help. Then someone 


eflort in that sense. Sam also did the graphics, and 


[ did all the sound. The sound was pretty much trial Comedy errors aside, creating 2600 games 


IYLIE 


eond-esrror, pleying around with the sound registera no lerughina meter. “Programming the Atari was all 


end tring to get a sense lor what combinations made about managing extremely serious constraints on 
what kinds ol 
so there was a litle back qnd forth there in terms of 


bull 


sounds. 1 programmed the graphics graphics, memory, and execution time,” says Bradiord 


on what is undoubtedly the most difficult console there 
what we could achieve, soam did the artwo e” has ever been to develop lor. The walkers were done 
with sprite magnlfication - x4 for the body and x2 fer 


EHEHE BEFORE ANT OF this work could begin, however, 
Bradiord had to get to grips 


the legs,” he elaborates. “The exploding bombs were 


with the arcane Atari done by blowing up a missile to x8 and then jigalinag 
ew, such as 


| quickly. The parallax v 
ond the camera motion in pari sie 


was the first ever videogame 
Brothers, il 


hardware, and as this 
Forker 


ts position around 


to come from it WCIS, [| spent 


WS 







learning experience for the whole a lair amount of time tuning to get the leel ol 
end also clford meximum 


for 


some speed, 


mistakes 


with 


COMpany, 


embarrassin q SCTABN EPEÇE 


made ong the way. Iwrote cttacking the walkers. 


“+ EE 
technical regret 


biggest 
is that 1 
tô update the 


a dis-gssembler to examine single 


other games assembly code, 


while Harker hired mn outside didn't try harder 
company to see the 
with the Ator, 


Mork 


graphics chip, line, instead ol every cther line. On the 


stripped oll, so 


plastic 


Lesser, € the sprite has a single-line data register thert 




















































snowspeeder s graphics to change every 





you have to update as the electronic gun scans dowm 
the ty screen, in order to make anything other then a 
block. You also have to do other things like position 
siles, and 


it becomes a big logic 


the spri gal ema mis them on md cf 
on the ty 


the 'disple ay e Ecadel 


puzzle to write 
to mencge this, with 76 processor 
To SEDy that the Atari cycles per line to work with. Em not sure it would have 
2600 was difficult to 
program for would 
definitely be em 
understatement, 
and to demonstrate 


that there's no finer 


been possible to get a better-resolution snowspeeder 
and still do everything else, but after having gained 
more Atari experience since, L think it might be.” 
Bradiora took 


The Empire Strikes Back to San Francisco -— to demo 


With the game nearing completion, 


to Lucasfilm - ond was pleasanily surprised by the 


company's reaction. Tshowedittosomeolthe graphic 


geniuses there - Ed Catmull, Aly Ray Smith, Loren 
example than Rex Corpenter. [was in awe of these people: they invented 


Bradford's initial 
experiments with the 
hardware. Approached | 
by Bill Bracy to create 8 rea Endiada 
a Star Wars game, 
Bradford created a 
test Image to prove 
that recognisable 
movie-based sprites e ada 
were possible on the fic 
system. After two days out 
of work he produced as happy. Something was missing, 
a huge bust of Darth 
Vader, which filled the 
screen cmd impressed 
Bracy with its superior 
colour and shading. 
Pleasantly surprised 
with the results, Bracy 
asked what Bradford 
could do with the 
image but was 
disappointed 

to hear that 

nothing was 

possible at all. "Tve 
used up all the 

he replied. 


lhe “shader languages” that are now Peri in 


Xbox hardware dmend mary other Innovations, ond 
[was pretty intimidated to show them my dia gi ney 
kind and 


understood 


they dis tmitetion sr 
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necr-linished product then you hove to 


WAS happy with the 
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IHRe Empire £ Strikos Bock Was | clecired 


but Bradtord's 
MAC “h 


assume that 


flor take off, bubble was soon burst 


closer to home. “lhere 


ko the 


but the marketing people were 


Wuls 


when 1 was feeling game was coming 


really well, nof 
they 

felt, Then one dar [ was bored and 
decided to switch to putting in some sound 
efiects, which | hadn't done yet. The game 
was cit that point s 


word was that the aqdme 


silent. lhe next day, the 
tontastic 
should 


ble. 


a 


what did you do Rex? and il 


get put into a box as soon as possi 
When The Empire Strikes Back wos 


finally released, two years alter the film 


gs 
REX BRADFORD 
Programmer 


on which it was based, it became 
phenomenal success. This 
was bound to 
happen because 
of the popularity ol the license 
of ROL SR, but the qua also 
happened to be highly pleryable. As a more 
accessible and more aitractive alternative 
to Defender, it combined wide appeal wath 


a solid gameplery foundation and became 


space,” 


one of the best movie based games of the 


Eugene Jarvis's 
1980 classic, 
Defender, formed 


the template 
tor The Empire 





Strikes Back's 
ATAT-attack 
side-scrolling 
gameplay. 








:: BEHIND THE SCENES STAR WARS: THE EMPIRE STRIKES BACK 





took a further 
14 years before 
a better Hoth 


battle was 
realised in 
the Nb4 = 
cable-endowed 
Shadows Of 
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E Parker Brothers released five Star Wars games 
tor the Ator 2600, tro cf which were programmed by 
Rex Bradford, but none came close to the glory of The 
Empire Strikes Bock. 





era in the process, Unsurprisingly, it still pops 

up in Atari 2600 top-ten lists todoy, and continues 

to be a staple 
28 years on, 


part ot any Ater tems collection. 
Rex Bradtord remains well emware cf 
but 


to E 


tha love tor his first videogame, and cont help 


get a litie nostalgic himsel! when 
csk about the 


was plegsed but not that s 


game's lasting lia 
urprised,' 
popularity. “l 
and 


Wers license that pretty 


he says oÍ the game's 
knew the game had come out well, | 
with the Star 
much amount 


ensured at least some 


Ol success. Ena still interest in that 
game and in the Atari 2600. Ive watched 
over the 


the videogame industry grow 
and it's 


ride. To some extent 


last 3U years, besn an amazing 
| miss the old derys 


when one or q pau 


few people could Build 
on entire game in a period of months; 
there was a lot of personal satistaciion that « 


with thort, 


ECITILES 





Qn the other hend, of course, today's 


games are so amazing comparatively. The nostalgia 
2600 is understandable 


ond interest around the 


this was the devm of what has turned 
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alven that 


into a pretty important entertainment genre. K 


lhe early days. 


vidio fun to pe there jr 
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Before Nintendo became a global household name, it 
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downright wacky toys and games. You may have heard about 


the Love Tester or Ultra Hand, but few in the West are aware 
of just how broad Nintendo's output was in this period, and 
the extent to which this shaped the Nintendo of today 


NINTENDO 15 ONE of the grand old ladies 
of the Japanese game industry. Established 
in 1889, it spent the majority of its first 75 
years producing Japanese-style hanafuda cards 
and Western-style playing cards. The phenomenal 
ongoing global success Nintendo hos had trom the 
early 1980s onward — in handhelds (starting with the 
introduction of the Game & Watch in 1980), in arcades 
(Donkey Kong, 1581) and at home (Famicom, 1983) 
— often overshadows the period that preceded it. This 
toy period”, which lasted roughly from 1965 to 1980, 
is a pivotal period in Nintendo's past. lt is the missing 
link of corporate history that connects the hanafuda 
cards to the birth of the videogame hardware and 
software that would follow. 

The company culture established in the Sixties 
and Seventies provided the fertile ground from which 
their future growth bloomed. Important elements of 
the Nintendo philosophy of game development were 
nurtured in this period: fostering creativity and 
experimentation in design and a willingness to take 
this to the market, coupled with quality in execution 
and a focus on products that were really fun to 
play with, Nintendo's staff is known to stay at the 
company for decades, and aq number of the key 
ligureheads from its videogame days, including 
ohigeru Miyamoto and Gunpei Yokoi, started out in 
the toy period, getting their first design experience 
developing these toys, 

The majonity of Nintendo's toys and games did not 
make it beyond the borders o! Japan, as Nintendo 
didn't really start to market internationally until the 
Eighties. As a result, even though many did well in 
their home market at the time - some selling over 
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a million units - most of what is shown here is still 
quite obscure and unknown in Western territories. 
Some oÍ these toys you may recognize from cameos 
in a number ol recent videogames, in particular 
the HarioWare series, in which, conscious oÍ the 
company legacy, Nintendo designers have created 
a number of homages to these ancient relics. 


FROM A COLLECTOR'S point of view, this 
period is largely uncharted water. À small community 
of collectors of these vintage toys exists, but detailed 
information is scarce and availability outside Japan 
is limited. Even in Japan, many of these toys are very 
hard to find. As interest in the West is picking up, in 
recent years some Japanese sellers have expanded 
their working grounds to eBay. However, people 
interested in acquiring the more obscure items 
would best try their luck on the Japanese quetion 
site Yahoo Japan. À little understanding of Japanese 
is necessary during your search, as toy names are 
mostly in Japanese. 

The number of people hunting for these items is 
still relatively small. Prices are mostly acceptable 
and generally much lower than those commanded by 
the Nintendo collector items from the early Eighties 
(the high prices paid for Game & Watchs being an 
example). Mary toys can still be had for a handful 
ol yen (7500 to 75,000) — if you can find them, that 
is. They are more rare than expensive, so you will 
need a lot of patience and perseverance rather than 
much pocket money to get started on a collection, 
The most rare and sought-alter items can go up to 
50,000 — or in some cases even F100,000 - but those 
are the exceptions. 
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AROUND THE MID-SIXTIES, Nintendo had 
established a games department and was 
producing mostly traditional board games. 
Some oÍ these were using a recently acquired 
license to feature Disney characters as well as 
Japanese TV figures. Nintendo was already 
well known as a card manufacturer, but was 
a small fry in the general toy market when 
compared to other companies like Epoch 
and Bandai. 

Nintendo needed something to put itself 
on the map in the toy area, and the first 
tor designed in 1966 by Gunpei Tokoi 
(see boxout) provided this much-needed 
recognition. Selling for Y600 (£4.60), the 
Ultra Hand was a plastic toy that could be 
expanded and contracted by moving the 
handles. The hands at the end could be 
closed to grab an item. Although having 
mostly novelty value, à became a great 
success and more than a million were 
sold between 1966 and 1970, making it 
Nintendo's first million seller. The toy came 
with three balls with stands, which could be 
used to practice. 

Recently, the Ultra Hand has been 
tectured in q WiWare game called 
GrikOtt With Ultra Hand!, available to 
Club Nintendo members in Japan and 
the USA. In this version, the Wii Remote 
and Nunchuk are used to simulate the 


handles of the Ultra Hand. 
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Yokors Ultra Mochine copitalised en 
Japan's national obsession with baseball and 
sulably sold in healthy maumbers, 


FOLLOWING THE CREATION of the 
ÚUlta Hand, Gunpei Tokoi 
work on q follow-up that would equal its 
success. Baseball has long been popular in 
Japan - fostering a popularity not dissimilar 
to that which it has in the United States - and 
a toy related to the sport turned out to be a 


was set to 


good idea. 






THE EXCUSE THE TOY 
BROUGHT TO HOLD 
HANDS WAS PART OF 
ITS SUCCESS 


The Ultra Machine was introduced in 
1967 for a retail price of 1,480. Itwas the first 
battery-operated Nintendo toy, and contains 
a small electromotor, running on a single D- 
cell, that drives a rotating arm, slinging ping 
pong balls at the player. The player returns 
the balls using a retractable plastic baseball 
bat. The speed and angle at which the balls 
shoot towards the player can be adjusted, 
and small indentations in the balls give 
them eflect, making the hitting of the balls 
quite challenging. 

The toy proved another success for 
Nintendo, further cementing its ambition 
as a toy manufacturer, It remained a good 
seller for many years and, in the early 
seventies, was slightly redesigned with a 
more contemporary, rounded look. The Ultra 
Machine featured in GB4s WorioWare, Ínc. is 
based on this updated version. 

Unusually for a Nintendo toy, the Ultra 
Machine saw limited export to Australia 
under the name of Slugger Mate. 
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IN 1969, À Nintendo tor aimed at a 
more mature market saw the light ot day. 
Advertised to be “for young ladies and 
men , the Electronic Love Tester was another 
brainchild of Gunpei Yokoi. lt retailed tor 
%1,800 and ran on a single AA battery. 

To use the toy, a couple would hold hands 
with one another while holding one of the two 
metal cups each, The meter in the Love Tester 
then indicated the level of love” that existed 
between the couple, using a scale of O to 100, 

Although the simple circuitry in the toy most 
likely onhy measured the level of conductivity 
of the couple, rather than love, this did not 
stop the toy from bringing Nintendo another 
hit. In the Sixties in Japan, dating etiquette 
was still pretty strict, and the excuse the toy 
brought to hold hands and break the ice was 
surely part of its success. The Love Tester 
was also the first Nintendo item to contain 
electronies, albeit quite rudimentary tech. 
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THE CHALLENGE FOR every toy maker is 
coming up with toys that appeal to children 
and that parents will buy. The third of the 
Ultra series was another item coveted by 
children and executed well by Nintendo: the 
Automatic Ultra Scope, introduced in 1971 for 
a retail price of 72,980. It did not repeat the 
sales success of its two predecessors, but still 
sold decently. 

Based on the periscopes used in warlare 
(in particular submarines), with two mirrors 
at a d5-degree angle, this toy allows viewing 
over tall crowds and around corners without 
being spotted, The top mirror is mounted on 
a five-piece retractable arm, which, when 
fully extended, stood around B0 centimetres 
high. The movement of the arm is driven by 
a motor running on two C-cells. The upwards 
and downwards movement causes a nice 
whirring sound and the automated extending 
of the arm is very satisfying. 

In what is possibly the result of q bad 
translation job, the first batch oÍ toys was 
adorned with the English term Ultracope' (the 
s somehow becoming lost in translation). 
This was subsequenily corrected in later 
production runs. 


The Ultra Scope helped Japanese 
youngeters indulge their voyeuristc urges 
titiout Emery cout. In theory. 





Beam Gun 
series (1970-1976) 


AROUND 197%,  LIGHT-SENSITIVE 
electronies (solar cells) were still fairly new. 
Manulacturers ofthese elements were looking 
for new ways to apply them, thus extending 
their customer base. One of the companies 
that produced them was Sharp, and one ol 
their sales staff, Masayuki Uemura, visited 
Nintendo and met with Gunpei fokoi. Not 
only did this meeting result in a series 
of new toys, but Mr. Uemura eventually 
moved over to Nintendo where he came 
to head up one of the hardware 
design groups. 

Sharp's solar cell would be 
used in the Beam Gun series: 
toy guns that emitted a short 
flash of light when 'fired, and 
targets equipped with a solar 
cell would register the light iwhen 
aimed correctly) and show the hit in various 
fashions. The 'jumping bottle” target would 
spring into two parts, held together by an 
electromagnet until hit by the light from 
the gun, Other targets included a rouleite 
that would spin, a lion that would roar and 
wildlife scenes with exotic birds or animals of 
prey collapsing upon each hit. All guns and 
targets are battery operated. 

Withthis series, introducedin 1970, Nintendo 
created something tor the entire tamily, to be 
enjoyed by children and adults together (well, 
tathers and their sons, probably). Around this 
time, electronic games started to become 
mainstream, even though the retail prices 
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were still considerable, ranging from *F580 

for a simple plastic gun to F14,000 (£106) for a 

rile made írom metal and wood. Targets cost 

between 2,500 and Y7,800. These prices 

notwithstanding, Nintendo had another 

blockbuster on its hands, selling into the 
hundreds of thousands of the various guns 
and targets of the series. 

In 1975, the Beam Gun series was 
rejuvenated with two great new targets: 
Custom Gunman and Custom Lion. These 
were sold in sets containing both gun and 

target for 77,500. As the name suggests, 

these fecture a gunman or lion that 
would collapse dramatically when hit. 
After a short time lying dead, by means 
ofaclevermechanisminsidethetoy they 
would automatically spring back to life, 
ready to take the next shot. 





Gunpei Yokoi: Toy Commander 


-— Although Nintendo 
=» gradually amassed a 
stadf of talented designers 
and engineers, one name 
stands above the rest in 
terms of influence and 
impact on the company in 
the period between 1965 
and 1980: Gunpei fokoi. 

An engineer on 
Nintendo's hanaluda cord 
moanutecturing line, his 
talent was spotted by then 
Nintendo chairman Hiroshi 
Tamauchi, and put to use 


He single-handedly created 
many of the items leatured 


here, and some more not 
shown. An inventor by 
nature, he was always 
looking for new ideas and 
new uses of technology, 
and continued to plery 
a very important role, 
developing Game & Watch 
and — his masterpiece 
- the Game Boy. He was 
also involved in software, 
producing Metroid and 
Super Mario Land, 

Tokoi left Nintendo 
in 1996, after over 30 
in the games department, years, and started Koto 
Laboratory, which was 
involved in the design oÍ 





Bandai's Wonder Swan. His 
departure from Nintendo is 
often linked to the failure 

of the Virtual Boy. However, 
Yokoi himself has stated 
that he resigned to find a 
new environment similar 

to the smaller Nintendo of 
the past, and that he even 
stayed on longer than he 
had planned, as he wanted 
to leave on a high note, His 
last project at Nintendo was 
a redesign of the Game 
Boy, which resulted in the 


Game Boy Pocket. 
In 1997, Tokoi diedina 


car accident, aged only 56. 
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Light Telephone 
(1972) 


EH THE LIGHT TELEPHONE must be one of 
the most unorthodox of Gunpei Yokoi's 
ideas to make it into production (the 
Chiritori being another candidate). k is 
another creative use of a solar cell. 

The fact that it was released shows 
that Nintendo was willing to try almost 
anything at this point in time — and, of 
COUISE, great SUCCESS seldom COMES 
without taking risk. However, the fact 
that it only worked well at night and the 
price tag of [9,800 meant that it was not really 
suited as a children's toy. lts appeal will have 
been limited to a novelty for adults. lt is not 
known exactly how well this one fared, but it 
will most likely not have sold in significant 
numbers, contributing to its current rarity. 

The idea of using light to transport sound 
was intriguing though. The set contained two 
Light Telephones; consisting of a headphone 
and q handpiece with q microphone that 
resembles a standard torch. The sound that 
the microphone picks up is coded into the 
transmitted light, decoded again by the 
receiving party's handpiece using the solar 
cell, and played over the headphones. This 
created, in effect, a twoway walky talky 
without the use of radio waves. Under the right 
conditions (not too much sun light, two sets 
pertecily aligned) it works surprisingly well 
for distances oí between 10 and 30 metres. 
k contained, for the time, quite elaborate 
electronics and expensive parts, which is the 
main reason for the high retail price. 





Duck Hunt (1976) 


E THE FAMILIAR NES Duck Hunt is actually 
a remake oÍ sorts, The original Duck Hunt 
was relegsed almost a decade earlier. Alter 
the success of the Beam Gun series, Nintendo 
created a number of arcade games around 
light guns. One of the more spectacular was 
called Laser Clay. For these games, Nintendo 
converted former bowling alleys (bowling had 
become less popular at the time) into light 
shooting ranges, with clay pigeons being 
projected on screens (regular white screens, 


IT WAS EXPENSIVE 
TOO - Y48,000 FOR A 


MACHINE THAT ONLY 


not TV screens), These games included 
a clever mechanism that would notice the 


projected pigeon being hit by the light gun. 


With Duck Hunt, released as a standalone 
game in 1976, Nintendo created a home 
version of this clay shooting experience. The 
battery-operated game retailed for 79,500, 
and contained a light gun and a device 
that projected flying ducks on the wall of q 
darkened room. This device also detected hits 
by the light gun. Upon registering 
a hit, it would show the bird 
drametically tumbling down. 
The mechanism was simple 
but effective, demonstrating a 
typically efficient design from 
Nintendo. It works remarkably 
well in recreating a shooting MD 
experience, considering that | 
the toy does not contain 
a single microchip and is 
using an ordinary light 
bulb as its bght source, 
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Games (1977-1979) 








E BEFORE NINTENDO RELEASED the Family 
Computer in 1983, it had already released 
five home-use TV videogame machines in 
the Japanese market. Though successful, 
contrary to the other Nintendo toys and 
games ol the era, not too much eflort was put 
into creating a unique experience. For the 
most part, these machines copied concepts 
developed by Atari. 

Atari's home version oÍ Pong was released 
during the holiday season of 1975, and in 
1977 Nintendo was ready to take a slice of the 
Pong clone pie when it released the “Color TV 
Game 6 and “Color TV game 15, offering 6 
and 15 Pong-style game variants respectively, 
tor retail prices of 79,800 and 715,000. 

The machines were co-developed by Sharp 
(which later also released the Twin Famicom) 
and did not prominently feature Nintendo 
branding on the casing. Slightly improved 
versions oí the machines were released soon 
tor reduced prices, sporting colours different 
to the first releases, 

These first TV Games were followed by two 
slightly more original creations: “Color TV 
Game Racing 112' (1978, 12,500) and Color 
TY Game Block Kuzushi' (1979, Y13,500). 
Racing 112 is a racing game that could be 
played by a single player using the provided 
steerng wheel, or by two players using 
the paddles. The number 112 reters to the 
number of possible game variants that can 
be achieved by changing some parameters 
like speed, car size or oil slicks. Block Kuzushi 
is clearly inspired by Breakout, and featured 
six game variants with some original ideas. 
is is also noted for being the first home 
videogame with clear Nintendo branding 
on the casing. The overall art design of the 
casing and control panel was done by none 
other than a young Shiguru Miyamoto, in one 
of his earliest assignments at Nintendo. 


E These Pong inspired game systems showed 
bitide of the innovation that Nintendo ould later 
demonstrate in the videogame held. 
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E IN THE EARLY 1970s, a series of remote 
controlled cars had been released by Nintendo 
(called 'Lefty RX). These used a rudimentary 
single-button radio wave control mechanism, 
alowing the car to start and stop. Steering 
was not an option: the left in the name refers 
to the fact that the front wheels of the cars were 
fixed going to the left side, meaning the cars 
would always run in circles. 

A similar radio control mechanism would 
be used for another unlikely toy: Chiritori 
(meaning 'dustpan), released in 1979 for 
75,800. This is a remote controlled, battery 
operated mini vacuum cleaner. It measures a 
mere 16 centimetres across, with a small fan 
providing dust-sucking action. Although it 
can actually vacuum a little, this is not really 


Computer TV 


Game (1980) 


intended for serious cleaning. It would take 
vou all day to do a single room. 

When switched on, Chiritori starts running 
in a straight line. Pressing the button on 
the remote makes it spin in place (always 
clockwise). This allows it to be negotiated in 
any direction, but it is quite tricky and requires 
practice, Chiritori did not become a big seller 
and was produced in small quantities, making 
it one ol the rarest toys these days. 


Computer Mah-jong 
Yakuman (1982) 








E IN 1980, À home videogame was released 
that was based on the Computer Othello 
arcade machine which Nintendo released 
two vears earlier. 

Technology wasn't really ready for this kind 
of home release, but Nintendo went ahead 
anyway, believing there would be a market 
for it, The company achieved the conversion 
by simply incorporating a complete arcade 
board, resulting in a big, heavy machine that 
required a fat power supply that weighed 
more than 2 kilograms alone, K was expensive 
too, retailing for Y48,000 (£365) -all for a 
machine that could only play Othello, Three 
years later, the Family Computer could be 
bought for less than a third of that price. 

Unsurprisingly, the machine was sold and 
produced in limited quantities. These are 
rarely offered for sale and command high 
prices. After years of absence, one finally 
surtaced on eBay last vyear - and sold for a 
whopping 82,000. 





E COMPUTER MAH-JONG  TAKUMAN 
was released in 1982, two years alter the 
introduction of the first Game & Watch 
games. Like most of the toys featured here, it 
did not see a Western release. It was aimed 
at the adult market and did not use the Game 
& Watch series name (it also did not include 
a clock function). Like Game & Watch, it used 
an LCD display. 

The gameplay was more elaborate than the 
trpical LCD games of the time, as it included 
a full Mah-jong game. This was rellected in 
the retail price of Y1E,800, which was around 
three times the price ofa Game & Watch. The 
game could be played against the computer 
or head-to-head against another live player, 
using a separately available cable and a 
second unit. This cable was the first electronic 
game link cable, predating the Game 63) 
Boy link by 7 years, 
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THE ODD ONES OUT 


E BECAUSE OF THE success of the toys 
lectured here, Nintendo became more and 
more established as a premier toy and 
game maker. However, before eventually 
focussing fully on videogames, in the early 
1970s it did still try to branch into other 
areas as well, as some of the examples 
pictured here show. Most of these were 
relatively small one-off successes at best, 
which did not develop into whole categories 
of products. 


CANDY 
MACHINE (1970) 
- used for making 
condyiloss at 
home. Came with 
a small Nintendo- 
branded bag 


oÍ sugar. 





COPTLAS (1971) 

— qn early copy 
machine for small 
offices, using 
ultrenfolet light and 
a procedure 
similar to 
that used 
in Xerox 
copiers. 


TWINS (1971) 
— q playground 
balance toy tor 
babies 
and small 
children. 


ELECONGA (1972) — an electronic beat box 
that could be played by hand 

or by using the rhythm 
patterns programmed 

into circular cards. These 
cards were put into the 

“auto player” accessory, 
which had to be tumed 
at a steady pace by 
hand to produce 
various dance 
beats. 
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From a simple Game Boy acorn grew the 
mightiest oak in all of gaming, a cross-media 
sensation on a scale never seen before or even 
since. games” journeys east to speak with 
Game Freak about the birth and evolution of 


E ONE GAME. Two versions. Eight gyms. 
mum 151 monsters. However you crunch the 
EEE numbers, 1996 was the Year of the Monster 
as Nintendo unleashed two versions of a game 
called Pocket Monsters upon the world for the first 
time, presumably as unaware as we were that it 
would go on to become one of the greatest 
gaming phenomena of all time. With support 
from an insanely popular anime series, a 
surprisingly engaging trading card game 
and more branded merchandise than any 
game has seen to this day, the Game Boy 
duo would go on to become the best-selling 
RPGs of all time. But our story doesn't begin 
there — it starts some 13 years previous to the 
release oÍ the original games. 

Game Freak might only have shot to fame when 
Pokémon became a household name, but both 
firm and name date way back to the Eighties, 
Some may know that the name itselí comes from a 
magazine that some of the founding members of 
the company used to produce; Pokémon art director 
Ken Sugimori takes us back in time to the birth of 
Game Freak as a videogame publication. “As you 
may know, Mr [Satoshi] Tajiri was the founder of 
Game Freak and 1 was a friend of his when 1 was 
a student. We used to play videogames together 





40 


gaming 's number one monster 


and that's how we started this company = Mr Tajiri 
started a company and [ joined. Back in 1983, Mr 
Tajiri started selling this little booklet for 200 and 
it was sold only in very specialist bookstores,” he 
explains, carefully thumbing through the handful 


of pages of the very first issue — hand-written on 


POKÉMON IS A FORM OF 
ENTERTAINMENT THAT 
CAN BRING HAPPINESS 


curious pastel-coloured paper, it's a piece oÍ 
history we feel privileged to see. Basically, it 
talked about strategies for arcade games because, 
at the time, there were no home consoles. Only 
very few people would visit these stores and see 
the book, but | was one oÍf them. Às we talked, we 
became friends and discussed how arcade games 
were often very similar - if we were developing 
them, what would we do differently'?” 
It'sa conversation most gamers have had at some 
point, the “we could do better' attitude CONTINUED >. 
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na usually a pre duct of seeing poor design 

num 
EREH 
While 


ather than coding mishaps. 


choices 


the average gamer wouldn't be able 


to program even a simple game, just about 
anyone who knows their games can easily 


come up with concepts and ideas that might 
seem like improvements over those made on 
certain qumes, Fortu nately d Des pi e the fact thai Terjir 


nd Sugimori only had the ideas ond the art side cf 





lhings down, the help the duo would need to realise 
their devel [ejo mental ideas was on vao eua E OÍ issues 





owocy. “When we first started, some of the readers 
tually programmers and Fa Ho já skills 
thert's 


ougimori tells us. 


o Er dic 
how we started in 
“Then Mi 


Masuda joined end our first game was Quiniy.' 


and qocess to lhe hardware 


producing videogames,' 


Cuiniy, or 









Enlaceas ityas renamed 
torits Westem release, 
tilo 


Was ci quirky 


based action game 
for the NES. Sady, 


(adme Freak's 
debut never made 


it to Europe. In fact, 


the firm released 
thaom 


nO JOSS 


ten 


games 


o Pr i 
Me Pai te! 


E Cycling Road hos become a Pokémon 
simple, a chance ta try oul your shiny 


for various systems before it finalkr struck gola 


with Pocket Monsters, and of them, just one was 


released in Europe qnd it was arguably the lirm's 
worst (the rather iffy Mario & foshi puzzle game 
for NES and Game Boy). Bul 


1 1 E é 
ol Fusemon to the El 


from the stylish cetion 


a ' [Tr | FR] 1] a 
Jtesy charm ol Smart Ball, we 


cont honestly soy that the signs were there that this 


studio would go on to create some of the most iconic 


characters ol all time, 


HE THE CONCEPT FOR Fokémo 
about based on Tajiris obsession 


mn fomously come 
with colecting 
insects as a child, the visionary creator looking to pass 


on his love of discovering end cataloguing strenge 


crectures with a videogame based upon that very 
concept, And the project proved to be something cf 
a labour of love. “K took about two 1 


with the ló 


project itsell was apparenty 


vecrs to come up 
s, though 
tor far 


| Pokémon," Sugimori tells u tha 


in the works longer, 
“K took about six years from the start of the concept to 


We started the project night alter Quinty 


di 


SXOCULON. 





je > E > E 


nos 





PIKACHU, 
I(ALWAYO) 
CHOOSE 
YOU! 


H WHILE MANY SHUN the 
Pokémon anime simply on 
the grounds of it being a 
colourtul cartoon obviously 
aimed at kids, and others 
condemn it rather more 
plausibly for its modest 
production values (read: 
crappy animation), we ve 
alworys taken far more 
umbrage with Ash as a 
trainer. Even though the 
show has documented his 
nse to becoming a supposed 
master of his trade, he still 
makes decisions in battle 
that would get you smashed 
to bits if you made them 
in the main game. Most 
of these errors involve 
his reluctonce to use any 
monster other than Pikachu 
at key times, sending the 
little yellow dude up against 
Ground types without a 
care and generally making 
a mockery of the game's 
battle system. We wont say 
we'd have rather have had 
à 100 per cent accurate, but 
to have the hero make such 
glaring blunders cont have 
taught kids much strategy 
for when they switched their 
Game Boys back on... 

+ 








BITTER BDERKEY ii 


was released qnd initial, we were aiming to have 


about tilhy Fokêmon. But every year, the technolog 


improved so while it ne at oÚ, by the end ol ici 
that we could do about 
didnt realhy 
ed on the 


Technology would 


the fourth year we realise 
150 Poké 


have q 


émon. In that sense, ár suppose we 


target number - it just depeno 


=] 
set 


technology we had at the time.” 


define the game far more as development continued 


the ability to use link cables and share your monsters 


apparently a crucial fector in choosing the Game 


Boy as the plaiform for the games. And interestingly 


it wasn't Game Freak's idea to release the game as 


two different versions = that marketing bombashell wr 
dropped by one Shigeru Miyamoto when the game was 
taken in to show to Nintendo, the figurehead ai 
what Pokémon would be with a single suggestion. This 
major benefit to a portable platform apparently | uelled 


Game Freok's decision to put the concept on Game 


Boy in the first place, as Masuda explains, "Pokémon 


| communication and trading, so thai 


is ai abou 
sen handhela.” 


nse it has to be 


Th ES thy [Et PL] ret fc AL the Jerx NAMES SUCOS s : Story 


to reach European shores was all but inevitable, 
localisction on q game so text-heavy onhy party to 


blome as the Us version landed almost a yecr betore 
we sow the JUImeas, some stores went as lar as 


importing the American version to sell on emd grab 


business ecrhy but, by the time we sCrIW the domestic 


release, everything was already in place for the launch 
to be the beginning of a major pé And as the 
backloc of Pokémon material roled cut clongside the 
be a 


massive hit but a late boom tor Nintendo's handheld 


game oi the moment, this was not just going to 


near the end ot its commercial lite, link cables tor the 


first time becoming a must-have cccessory. 


“People say that when you pleny Wdeogames, * pou Tê 


usually pleying on your own, states Masuda. 


“So | RE 
wanted to create an experience where you can play 


the game but still play together with Iriends at the 


same time and all have fun. That was the basic idea | 


mind when working on this game. You can 


had in my 





OLD put the 


E 


E Gal ond Silver introduced berries, and the concept has 
groum with each new game, Now, pol com grow your cam crops 
end often find rare berries held by wild Polnâmon too. 


battle together and trade with friends and family = you 
could even take your game to a store, find someone 


vou never met end ask them to trade Pbkémon or play 


together.” These central themes remain unchemged 
even over a decade on as Game Freak works on Black 


and White, albeit with the magic of wi-fi replacing the 
need for a bespoke cable ond the monster count now 
well over 600. 


BEN STILL, BACK THEN 151 proved to be the magic 
pumber, just enough to overwhelming 


on starting vycur quest to become a 


seem like an 
. Le Tlm Um dh pm 
torsk POREM 


master, vel still a realistic enough goal A the most 


devout collectors. It's this large and diverse cast oÍ 


reletively simple characters that helped propel the 
[r anchise | such gredil heighis, ollering tl degree ol 
vilhin the games to set them 
but ai the 


the chance to 


freedom and wonder 
apart from so many other RPGs, same 


lime giving Hokémeon grow beyond 


lhe confines of a Game Boy cartridge and envelop 
the world, 


handiul of 


turned 


Where most series might oclfer a 


characters that could leasibly be into toys, 


plushes and action figures, each and every Fbokémon 


has ct some point been shrunken dowm ema sold in 


| 


toy form, the game s demanding slogan Gotta Catch 


Em Al! extending its reach outside ol the game 
end turning a simple Game Bor tita into a license to 


But even in its heydoy, when 
Pikachu's 


Fokémon-broanded tet that ranged Irom toothbrushes 


print money overnight, 


You culo move for grinning face or 


ia 


to breakfast cereal, Game Freak never lost 
t that, 
Robério on is a game series first and loremost, 

“Our company iz primarily focused on developing 
videogames,” states Junichi Masuda, currently director 
but ed with the 
side ol Eingia back around the time 


“Pokémon was CONTINUED >. 


sight ol 
while some people may not realise it, 


on the Hokémon series more mrvoly 


excellent audio : 
ol the series  inception, 


ELES AA AESA eee FEALIASSEESEASESENAEEEE. 


isssisssssssssste? MONSTER IN MY POCKET: THE POKEMON STORY 


Power 
Down 


OFFICIAL MAGAZINES 
HAVE never exactly been 
at the forefront oÍ review 


accuracy, but, while many 


expect to see inflated and 


sometimes undeserved scores 


for first party titles, Ninte 
Power's review ol Pokémon 
Hed and Blue tell on quite the 
other side cf the tracks. The 
duo was thrown aary wit 
tiny review that oltered less 
information than the back of 
the box and about as much 
informed opinion. What is 
widely celebrated as one 
of the greatest Game Boy 
games ever Was http 
an overall score of just 7.2 
by the US official Nintendo 
magazine, the second-lowrest 
e in the issue. The 
excellent music was bizarrely 
described as “cute but 
appropriate”, with the action 
self dismissed as simply a 
matter oÉ walking around and 
making menu selections . 
me reviewer even had the 
qudacity to suggest that 
“serious role pleryers mary 
want to look elzewhore”, 
though the magazine did 
at least have the decency 


to correct its emmor, naming 


lhe games the third-best 
on Game Boy in a list some 
time later. 
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Ga 


tounded by Mr Leajiri, ond the company itselí was 
In 1996 we 
completed our lirst Fokóémon game. Our basic 

philosophy in creating games is not just to make sure 
they're fun lor the player but also con make other 
people happy. 50 if someone's pleving and qnother 
is watching, we want both of them to be happy. 
It's not just a videogame, more a Eroader form 
oi entertainment in that sense. | believe that 


established based on his ideas. 






Fbkémon is a form of entertainment that can 
bring happiness to people all over the world.” 


AND IT HAS proven itself to be just 
that, trmscending media and generations and 
bringing together pleyers of all ages in the 
pursult ota complete Pokédex. But, predictably, 
such success will always spaouwm sequels and in a 
game like Pokémon there's only one way to make your 
next game even more appealing — ade a bunch of new 
monsters. For the first proper follow-ups, Gold and 
Silver, Game Freak would add 100 new 
a host of new moves, trainers and options. Sugimori 
expleins the thinking behind why that number wasn't 
emy higher and why the tradition continues in the 
same way to this day. "The reason why there are about 
100 Fokêémon added per game is not that we cant 
come up wath the ic 
stoll - everyone can come up with unique ideas. The 


monsters and 


deas, especially when we heve new 
number is set by the duration oÍ the project. Plus, ilyou 
added like 300 or so new monsters, that'd just be too 
many = we horve to think of tha balonce of battles," 
That's 
single aspect ol the game's design, and Gold and 
Silver were unique in that they were the only Pokémon 


someihing that permeates almost every 


games since the originals to introduce a new type or, 
more specificalh, two. Dark end Steel ty 
huge deal when they came into play ollering a solid 


Were O 


Ss 


THERE S AN ALMOST - 
WE CAN ALWAYS ADD 
MORE TYPES 


counter to the powerlul Psychic tvpes that 





ruled the game and a new all-cut defensive type 
rith excellent monsters like Skarmory 
and Tyrenitar emerging due to this duo ol new types, 
It also meant going back to existing monsters end 


respectively, w 


updoting them with the relevant trping — Magnemite 
and Magneton took on the Steel type, lor instance -— 
but there's a much bigger issue caused by how these 
irpes adfected the mechemnics emd balance of batile, 
“By adding even one more type, it definitely makes the 
gameploy more complicated,” Serio explains. “So 
when we dic that we had to really look into the berttle 
balance = with new moves, there's qn almost infinite 
combination. If we can solve that problem, 
clwerys add more types — it's not impossible. ' 
Ah, battlas. Whila being able to collect a load ol 


monsters is a big part ol the game s long term appeal, 


WE COM 


there's a whole other subculture oÍ trainers who live 
tor the thrill of the fight, and it's this that spoyned the 
Pokémon Stadium games for Nb4. By bundling the 
games with a special cart adapter, players were able 
to see their simple sprite-based friends catapulted 





The Game Boy Color wasn't needed to 
play Cold md Silver, though the games 
were optimised for the colour handheld, 






Secling went from middling Werter type 
to superstar after he become the centre of a 
bizamre meme we sil dont understend. 


took the 
liberty ol offering mild colour deviations for giving 


into 3D [for the first time — the game even 


vour monsters interesting nicknames. Capturing both 
the spirit ol competitive batiling and the connectivity 
side of the games, Stedium was a perfect companion 
piece for cny budding trainer not least due to 
the fact that it also ollered the ability to ploy the 
Gome Boy games on the large screen (and al an 
increased rate, as on unlockable to help speed upthe 
leveling process), 
While many havent been quite so uselul or 
ingenious, the Fokémon universe has been continuclhy 
leshed out by such spin-off titles, and both Masudo 
and Sugimori stress the importance of growing the 
brema in this “Hather them support the main 
games, we see them as supporting the brand, 
says Sugimorn. “Tou get to ses 
completely different angles 
can expand the Pokémon world a little more. 
sounds like Game Freak isnt quite 
over its creations as a lot of other studios, external 


varre 
VEL 


the Pokémon from 
in a spin-ol game WE 
“It also 
so protective 


developers seemingly offered a degree of freedom 
as the parent company sits eing 
its characters painted in a different light. "We give 
some advice to the developers. One thing we always 
t may not always make sense 
o do the same things we do in the core series,” 


s back and enjoys se 


amphasise is that 


Masuda concurs. “There aren't so memny strict dos 
ond donts - wed just rother ses those games do 
something a bit different." 

BUT WHILE FEOPLE like to see their fervourite 
monsters engaged in activities other thom just betiling, 
what is à about the series os a whole that keeps 
aleryers coming back lor more” Sugimori steps up 
to field this one. “At its simplest, 
lact that it's easy to understand and it has incredible 
diversity. The characters used todery in the TV show 
or in the movies cre based on the ones we create for 


it boils doym to the 


the gomes end through its features, its abilities end 
its shape, you cem quite easily get an idea cl whail 
kind ot Pokémon it is. There's a great mix ol cool 
cmd cute monsters, making it easy for the qudience 
to pick their cum lavourite; It's arguabhy this mix ol 


monsters that see the games appeal to so varied 


cm age group, young players instantly CON 





A Brief History 


POKEMON RED and Green versions 
are released in Japan and the franchise 
is bom. 


AN EPISODE af the Pokémon anime, 
Dennô Senshi Porygon', airs in Japan 
and nearly 700 viewers are hospitalised 
alter a particularly trippy sequence 
triggers epileptic seizures, 


AFTER À three-year gap, Pokémon 
Red and Blue versions hit European 
shelves in the Game Boy's twilight. 
Pokémon ônap, arguably the best spin- 
off of the lot, lands for N64 the same 
year, The TCG also arrives and, 
following uproar from religious groups 
about its immoral nature, a rival card 
game called Christian Power Cards 
is released - scoring the attributes of 
Biblical figures is somehow considered 
less blasphemous than monsters. 


| POKEMON YELLOW, a special third 
edition of the tirst gen games based on 
the anime, allows players to have Pikachu 
follow them around. À Game Boy Color 
adaptation of the TCG is also released, 
and we're still calling out tor a sequel. 
Meanwhile, American gamers get to talk 
to Pikachu in the rather poor Hey Tou, 
Pikachu! and we amuse ourselves with the 
criminally underrated Pokémon Pinball, 
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POKEMON GOLD and Silver versions 
make it to Europe some 18 months aiter 
the Japonese lunch. Back East, the 
e-Reader is released and new Pokémon 
TOG sets cre rolled out with readable 
strips down one side, unlocking mini- 
games, art and info when scanned. 







NINTENDO'S 
FRANCHISE spawns its own 
console in the Pokémon Mini. 
remains the smallest console to sport 
interchangeable carts ever produced, and 
a staggering ten games were made for it. 






POKEMON RUBY 
and Sapphire 
propel the franchise 

onto Game Boy 

Advance. An 
; | updated version 
" 4 of Pokémon Pinball 

joins it later, the new 
monsters making the 
alrecdy addictive 
gameplay even 
more life-consuming. 
Japan gets Pokémon 
Colosseum, a 
Stadium follow-up 
which sadhly omits the 
mini-games, probably 

our favourite part. 


NINTENDO 
DS goes on 
sale in the UK, 
the first and 
onhy console to 
launch with a 
Pokémon game. 
Untortunately, 
it's Pokémon 
Diersh. On the 
other side ol 
the world, a 
Pokémon theme 
park opens in Nagoya. We stay home and 
play the Adventure mode in GameCube 
title Pokémon XD: Gale Of Darkness 
instead, the closest thing so farto a proper 
home version. 





3 VS: Moy R 


POKEMON | AMONO 





> 


DIAMOND and 

Pearl armve, N ge 
utilising the 
wireless 
functionality 
of the DS. 
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identifying with simple, colourful monsters a! | mr Pikachu any more, don't letit fool you into thinking that : the on-sale date of the games, so this kind of cross- 


Dragons and oddities to keep them entertained. | | severed. No, the card game charges ever onwards | by having the various divisions work together, the 


Ta = like Pikachu, while older gamers have badass 5 . the many arms oí the Pokémon machine have been | promotion iz difficult.” But Sugimori explains that, M Fir S 
While surrounding the games with | (actually growing in popularity in recent years) Japcm : challenge becomes nasslo, “As we Y , 

cartoons, comics and assorted flufty tat might have continues to chum out momes at the ia of one a develop the game, we get the Ti da a animation Pokémon 

given the impression that Pokémon was a game 1 year, and even the merchandise is still around, even | teams into play it so that they as » q beiter idea of 

purely for children, the truth couldn't be further orwory. = if it has been scaled back since its rather ridiculous : what the worla, the characters and the Pokémon are VERTBODT REMEMBERS 

While the basics can be picked up by players of more heyday. It's a more structured, streamlined « operation | like,” he tells us. “We're all creating the characters THEIR FIRST, REA 


s a a i CHOOSING TOUR STARTING 
or less any age, the series ollers more tactical depth g than the merch splurge of the late Nineties, and with | and the paliinga together so that they're consistent COMPANION IS AMONG THE 





E... 
a 
à a Pa Pa Pa 





| 





Tt. t.t.t.t.d 


na. 


e o than any other traditional RPG you might care to EM E good reason — Pokémon hit seturation point in record | across movies, games and trading cards,” MOST EXCITING DECISION 
mention, and, with a little research, you'll uncover a | ime and those that weren't obsessed with it alter the |: Ultimately, though, it all comes back to the g 5. POKEMON OFFERS UP 
staggering amcunt of under-the-hocd cleverness that E : first few days quickly grew tired of not being able to | They're the reason we love all things Pokémen and, ESPECIALLY WHEN TOU 
DON'T KNOW WHAT THEY'LL 
EVOLVE INTO OR WHEN, LET 


: : Es E ALONE HOW USEFUL THET 
everything from stat growth to Erg 1 the case in the form oÍ The Pokémon Company each | faces like a drunken teenager) that makes us look ARE, WHICH DID YOU PICK? 


KINGLER mechanics, the ability to build teams base: dx 0)dR> THINK THAT di of the brend is another cog ina machine that |: e jally hard for him ir e, or the memory o 
1608 countering mon th E Cine dea Inc welth runs like clockwork. finally pulling a Base set Charize shi É: 
 AI2/137) ny sce a j ogether O) A HO) | + A GAME “Everything is based on the on-sale dates of the | pipc pot in our team, a Tharos our pe 
six finca caly Y strong monsters... hard so 26): CHILDREN THAT'S videogames and depending on that, The Pokémon | feeds E e into ig games. And as each generation a a a ad 
rd, SR y E Re id 2 quadruped E ag =, 


KINGLER much to the game ihat the youngesi end º Company will put to gether a plan as to how to us ; of monsters brings with 1 new plory mechenics that shrubbery with a 

ix confused! of the qudlei simply wouldn't uncerstoma A MISUNDERSTANDINCGr he diflerent cherer Hersudoa er Therel | fo en the s to rethink strategies tunny voice, Those that 
that Pokémon's faux simplicity is perhaps aracters Jor the W « DT the TOG : this is one mo at a absolutely no side with the only split-type 

E pa a ils most ingenicus trait. “General people too, Th JE 8 ane ge there is tha cont change : d to extinction just vel. starter (its Grass and Poison 


em important part of battle strategy. che ; Eos E combination a mixed blessing) 
think that Pokémon is a game e C ildre n but | And as coming continues to grow more qandmore 
disruption proving cs usedhal xs demaçe. TS = E . Se e will find life incredibly easy as 


believe thais a misunderstanding,” says Sugimori, mainstream, ond a handheld is no longer c 





better trará 


o... o - 


will ly streight over the heads of many, The secrets | move lor Pikachu, Today, you have to admire the wav | while it mighi esta andas 1 terpretation ol Jigglypull 
of EV treining, the formulas that determine | the business is run, and, with a dedicated team on : (singing people to sleep before drawing on their 

































. . ; the game begins, any Carass 
though as weve just addressed, w s not qn unfair ing to pull out of your bag on a bus or train, anyon move ripping through the 
assessment ol the game ct face value It's just a com put m a hbíte troiruno opening two Gym Leaders 
ioilure to look beyond the cutesy characters and the "“oig doday lo E We'c Pokémon. There's also the 
| ha l | enefit of Bulbasaur evolving 
tact that the box recommends a basic level ol reading aiso arque that a e ot É the negative stigma alicia ir e Es olvir 
, E ; Fo IR E at a quicker rate than the 
to see the undeniable co seres lat les beneath, to the iranciise has gone, swept vay when Fikachu R 
Eis y other two, making him the 
[here's another reason why Fokéme is now able clorm clocks and Bulbascur slippers got moved up better choice for impatient 
to reach out to a far bro ida ar Era IDO, Those thert into dial attic en masse, never to be seen again. players too 
grew up pl the franchise will now be at least in 
their twentes, now far better able to exto! the hidden EEE SÓ iinçaç | might not be able to wreuk into 


viTtues Of E wiála cre evidently great games eloquenth,. ' a superm e shape of 


— eventually become Ultimate 
Badass Charizard); odd 
considering that the Fire type 
actualhy makes for the hardest 
opening - both Brock and 


The fiery little km 
lizard proved Lo 1 
be among the most rÊ 

É A 
popular choices (il - 
only since it would 


Misty's squad have moves 
that will snuff out Charmander 
(and even his evolved torm), 





meaning you'll have to catch 
some backup monsters if you 
want to succeed, 


O With no option “a 3 
to slap a pair oí ea e 


| 


shades on Squirtle no Rr 


to have him mimic 


E E the anime s clearly amazing 


squirie Squad, there s | 





basicalky no point to choosing 
him. Well, that's not entirely 
fair = Water monsters are 


E" Es in short supply until vou get 
o. [' Em the better fishing rods, plus 
Blastoise is a decent delensive 

bet. His opening talis 
somewhere between lhe other | 
yo in terms of challenge, 

though later on Surge and | 
Erika wont treat the poor little 
shelled fellow well 








Though it started life without any of the 
original Monkey Island creators, Guybrush 
Threepwood's third adventure has since 
captured the heart of LucasÃrts fandom as 








BEHIND THE SCENES 





the greatest 


point-and-click qames 





ever made. Writer/designer Larry Ahern 





explains how it all came to be... 


Dovelopor; In-house 


Larry Ahern 
Writer Designer 
Jonathan Ackley 
Writer Designer 
Bill Tiller 

Lead Animator 
Michael Land 
Composer 


4a 





| This ployed a huge part in how Curse's story was 


imagine the scene. Ron 

Gilbert creates one ol LucasÃArts' most 

vealued adventure franchises in Monkey 

Island, and, at the end of the second game, leaves 

the company with a new team left to step in 

and pick up the pieces and create the next title. 

It's q situation that would throw most people into 

a panic, but Larry Ahem and Jonathan Ackley 
took on the challenge with gusto. “Well, [guess 
ti was à big responsibility taking on such a 


fun,” recalls Ahern, “Tt was like coming home 
one day and finding a note from your parents 
seving, On vacation. Not sure when well be 
back. Big pile of cash in the drewer qnd a 
Ferrari in the garage. Dont crash it. But, then, 
it vos also a little bit like that exquisite corpse 
game, where someone writes the beginning 
ol a story then passes it on to someone else to finish, 
without giving them any idea of where it was going. 
And, then mix in a little bit of the telephone game,” 


Cf course, the biggest challenge the new team 
laced with Gilbert's depariure was how to continue 


the storyline, The ending of Monkey Islond Z was 
incredibly cryptic, and opened up a whola set of 
questions that would need to be addressed in some 


worry belore the third game could ever get started, 


developed, and was not without its problems. "The 
critical challenge with the beginning of 


















E The icon-based interiace that coincided with the game's storrbook 
appearance was a simpler and more intuitive way cf controlling Guybrush. 
COMI veould be lhe last SCUMM-driven geme from LucasArts 


beloved license, but mostly it was just a lot of WE RIPPED OFT' THE 
GAME SIMON, BUT 
WITH A COMPUTER, A 


Vas Helgen?! 


Whoever could hove imagined that one 
diamond ring could cause so many problems? 
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“Ne ined ba locus lhe smaller character ares on stuff tha! was true to lhe 

— genre” odeúts Ahesm, “ten added in the cormed and Birnished df ealh 

plenty of swordtighes, connons, monkeys and miscellanecus swashbuckling.' 
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FÓRUM 








| This was lhe first proper 
game [ got for the PO and it 
is still the oldest PC game 
that 1 plory regulaorly. K is the 
best Monkey [slend game, in 
my opinion, and the graphics 
and voice work are still good 
enough to hold up today. 
Some oÍ the puzzles are just 
genius. Pouring oil on a guy 
so you con peel the map off 
his back? Stopping a song 
by introducing a line that 
doesnt rhyme? Replacing 
a painting's face wilh your 
oum to create a tomily 
resemblance * Bnlhemnt. 





| have many memories of 
this one - 1 con still remember 
most of the singing pirates” 
lines, and the banjo duel was 
absolutely brilliont! 





JELBOTES 
Despite Ron Gilbert moving 
on since LeChuck's Revenge, 
the mew art style, combined 
with top voice acting and ,of 
course, Murray, made it on 


excellent entry into a well- 
loved series. 


ODIN UK 
An outstanding game, 

probably the second best in 

the series tor me in Mega 

Monkey mode, of course). 

As one of the first PC games 

Lpleryed, 1 loved the sharp 

dicloçque, visucl style md one 

of the best point-ond-click 

systems I've used. And the 

tunky piece ol eight thing. 

À classic, wtuçh needs q 

DS re-relecse. 








COTUTE SMITH 

After the ending to the 
second game, it felt like there 
didn't really need to be a third 
one, Saying that, Curse was a 
worthy sequel. 
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WHAT 
THEY 
SAID... 


ALPHA CSA - PLACA + OMC IORLO NALARDET A 


UM, 


trate 
anão 


N gta 
Mag, 


METTTaC ros, Maes Mme Lie quai; 


Even Ron 
Gilbert, (heck, 
especially Ron 
Gilbert) should 
be proud. This 
is an absolute 
must for all 
adventure 
gamers. Other 
than being a bit 
wordy at times, 
the only other 
criticism one 
can level is that 
it is probaloly a 
tad too short, 
leaving us 
wanting more 


Curse was, in our opinion, to dispatch with the 
crazy cornival elements as fast as possible, 
so we could get the player back into a pirate game. 
Spending time at Big Whoop at the start of the sequel 


just seemed like a really bad idea. Now, who knows... 


tee), with 2D animation bringing the characters and 
locations to lie. ls a visual styie that is carried 
through the rest of the adventure, crammed with 
fine detail and giving each location its own distinct 


personality. When the game was released, the visuals 


“Tgd some 
especially nice 
character design work 


' RT PP AR from Derek Sakai 
maybe Ron had something brilhant in mind for this, and were cuiting edge - even today, they dont fail to and Kevin Micallef 
it would have worked out great. But, unfortunately, he impress. Bill Tiller was responsible for creating this PA cetogcnho ago 

i k . : ] ' Ç  Tespective | 
wasn t with the company any more," explains Ahem. visual tour-de-force in conjunction with Ahem's vision says Larry Ahem. 


“Original, we had this whole storyline based around 
LeChuck merrving Elaine. You got to 
crash their reception, end you had to hunt 
down all the pirate quests and return the 
wedding gilts to break a curse. We also 
had a longer section at the beginning 
with Wcally 
played croquet with skulls and had to get 
him to pop his 
in the ground so you could 


ai LeChuck's fortress, end you 


head up through a hole 
wheck him 
with the mallet. 1 think the reason was 
to knock some sense into him, because 
Wally hoc been brainwashed by Lechuck | 
into being evil. But, we all know the real 

reason was becquse hitting him with 

co mallet would be funmy, Then at some point we 
come to our senses and realized we couldn't make 
c game about a wedding, And we also realized we 
had to 
of Monkey Z So we hunkered dowm, simplified the 
wedding idea to just a cursed ring, end made a long 
we wonted to do in the game. 


explain all that confusing stult from the end 


bst ol piratey things 


THE OPENING, which sees Guybrush initially 
stranded on a lairground car stuck in the ocean belore 
the arrnivol of LeChuck, boasts a stunning storvbook 


Do 1] 


The distina art style od the Curse Of Monkey 
Island word means U hos held up betier tran its 
predecessores. 





Witer/Desigqner 


or the game. 
Island game, so he pushed for it pretty 
hard from the start,” says Ahern. 
little sceptical at first. He'd just come off 


“Twas a 


The Dig, where he painted some bequtiful 
rocks, ond some gorgeous clfs, and 
then some other really nice rocks. 1 had 
colourful 
in mind for Curse. But he jumped in and 
proved that he was more thenuptothe task. 

“We spent a lot of time during pre- 


someihing mora COM plax and 


production trying to e; down a lock 
lor the game. | also wanted a signature 
element that would give the world mn 
interesting style, so we developed the 
curly cloud motit. Bill tried a lot ot approaches with 
the rendering style to get that storybook feel, ond | 
definitely vo dd him out of his 


were glad we'd taken the extra 


comiort zone, but, 
once it clicked, we 
time to do that. Then [ did basic thumbnail drenvings 
of locations to communicate where | sorw the different 
puzzle and story elements liting into the scenes 
but gave Bill free rein to recrremge them to lit the 
game design. Ônce he had the look dowm, he knew 
exactly how to execute it, and was great at coming 


up with creative visual solutions to a lot of problems, 
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“Bill really wanted to work on a Monkey 
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The only Monkey Islond game where Guybrush 
À ge: to dis twice ior the purpose ci the atoryime. 


= 
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While many favourite characters made a return, 
such as the Voodoo Lady Elaine, Wally end Stan, 
plenty oi new ones were created, including the 





hadrdressing pirates, Mr Fossey 
and ihe arrogant pirate Captain Rottingham. The 


= 


Barbery Coast 


best o! them all, however, was a certain talking 
skull. "Murroy started with a concept sketch 1 did 
of the exterior view ol Wally's comnon, Since you 
were blowing up LeChucks skeleton crew in this 
scene, | thought it would be fun to put pieces ol one 
of them in the shot. Of course, once we had him in 
there, we had to let you talk to him, Our first 
stab at Murrey was a bit dark, end [| worried 
that ployers wouldnt enjoy the character. 


But, alter reminding ourselves that Murray 








HAVE ALL SOLUTIONS 
ADVANCE THE PLOT AT 
LEAST A LITTLE BIT 


was just q head, we hit on the idea ol him 
constently dreaming up these grand demonie 
plans that he could never hope to accomplish. 

“Once that clicked, [A ckley] 
went to town writing the character, and 


Jonathan 


everyone loved him so much that Chuck 
Jordan] and Chris Purvis took every skull in the do more specific readings om the scripts, 
game and made it into Murray. Then we started just so we could be sure. k was a lot of fun. 
adding Murray in anywhere else we could think 
of. He wos the most fun to write for, with the "CURSE 
added bonus that his animation was dirt simple.” 
One of the more difficult aspects of tackling a 
third Monkey Island came dowm to the advance of 


WAS really the first project where 
I got to go into the studio to work with the voice 
to LÃ for the 


session, which featured all the 


actors. Jonathan md 1 went dowm 
demo recording 
moin characters. That way we were able to share 


our critical insights for ci half hour, eat free snacks, 


technology and that each character now required 
aq voice. With fans already imagining the sound of 
Guybrush end LeChuck in their heads ca gia Rana then fly back to Morin, leoving Derragh the simple 
task ol recording the remaining thousands oÍ scripl 


pages. In the end, the voices were good. Dominic 





playing the first two adventures, there was 
scope to get the casting wrong. Thanktulk, the tocam 


was thorough end assembled a terrific selection Armalo deserves a lot ol the credit, since he really 


ol actors, "We worked with LucasáÁrts' great voice puled the thing together when he tumed out to 


department, and Darragh OTarrell to 
cast the parts,” outlines Ahern. "We 


be such a great Guybrush,” 
Larry Ahern's journeys 







just gave him character designs, into the world ol voice 

acting meant that he 
also hocd the opportunity 
to rub shoulders with the odd 


to blosyr 


sample dialogue, 


and a bretccose of unmarked 


descriptions, 






E; 
twenties, qnd he pulled together dq 
the audition tapes. Then he celebrity, Well, Ihate 


woaded through a bunch ol my own hom aiscnil tis kind 


them and pulled the best for of thing, because 1 usualky 
lat my people do that for me, 
but | did meet Flea when | 


was there. And € 


us to Teview, and we picked our 
tovourites trom there. | think a 


lew of them were brought in to 
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om res Ooo THE € URSE OF MONKI ] I LED 
ESSAS) aaa ariana ! nana 
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as a puzzle solution, and it shouldn't stick out like a long-winded explanation of the history of Monkey 
sore thumb. For all the brilliont puzzles that were [slond could be viewed as q clever commentary on 
included, just as many were left out, although Ahem clichéd villains, so we just went that route instead 
is a little non-committal on what these might horve 
HANG ON. HONES! been. “There were so many we discarded, that we HOWEVER, THERE were other areas that didn't 
Roy E TG | 1r 1] = 1 BT CI E q h arr OWEVEI É nte E a! [0 1WEW sl E Br a = ram 4 
EM COINC TO GFTLXOU SOUL OF THISOMESS! Soul protaloly fill another game with them. However, qu gel f I La Aherr lhe nding is a point of 
da droat o DO Sama em 4 do A cdi edi de [d like to think they were cut because they werentt contention, with him commenting, “the original final 
working, so it would probably be a pretty lougy game. cut-scene was really big, and we were out oÍ time. 


Every game has its weak points, and with 
Curse Of Monkey Island it was the last section 
that failed to keep up the pace. The unravelling 
of the storyline fowed against the pace ol the 
adventure up to that point, ond ils em area 
that Ahern does feel could have been handled 
differently. "Tactually think we did a reasonable 


jo a comin E] up wl 








Orca 2x planation s lor 


how all the loose threads were ted together. 1 
















lecrve the room and stretch our legs. This could go on for just dont think we implemented them so well, 
days, until finally one of us reached that transcendent The challenging thing was we felt like a lot of 
state cf high blood sugar and calleine overlcad the information needed to be there lor the hardeore , In retrospect, il probably would hove been 
md blurted cout a brillont idea, as if possessed, player, but we didnt want to bore the more casual smart to ask for cr short extension and some more 
radar ai por. Fin then fell down writhing on the floor, Then hoo-boy, gudience, So, our solution was to include a ton of money to do it right” On the whole, he is pleagsed 
around Elaine's wedding to LeChuck. just try and stop that lcod ol gaming goodness. detail in an interactive dialogue with LeChuck, but with the results. "hn the end it turned out fine, But | 
to make it escopable at any time. However, from admit there were times I got q bit concerned, when 
Er NM ir” by “meet | mem [asked him to move his car, "QNCE THAT dão enough times to sort of what | hear, most players slogged through all of it it felt like someone was screaming incoherenithy 
e o because it was blocking mine and we had to get jump-start the process, 'we fell into more oi a routine ol anywcry, since exploring every nook and cronny is just at me over the phone while | rocketed down the 
= ( to the airport. li we didn't have to get to the airport, Em trying to create di out of the contlicis inherent in what adventure gamers like to do. Given that, | think highwery with on attractive corpse in the passenger 
Wo À pretty sure he would have invited us toa cool Holhryood the story situations, The goal was to have all solutions it would hove been better to weave the highlights sect. Or something like se Amypwery... yeah, it was 
f AA MR party. Às q consoletion for not going to Flea's party advance the plot, or a subplot, at least a little bit, throughout the entire story instead oÍ giving it to defimntely a challenge. But, thonktluly, Ron [Gilbert] 
TUR we had lunch at The Ranch with Gary Coleman, we did it right, Or, if all else failed, then at least there players all in one big lump. Thanktully since Curse end the fans were e complimentary 
f E Qt course, visual style cmd finesse wouldn't count had to be a good joke in there. The best puzzlas were was q comedy having LeChuck deliver a nidiculously of the results. ând no one actually died. 
4 lor much if the puzzles suftered but, thonktully, these woven into the bigger story and overlapped with por 
) were cleverly thought out throughout the adventure's other elements in the environment. Alter a while, the [ a” y 
durction. Who could ever forget the quest for a gold whole thing started to resemble q huge crossword | am A o A É [ejo E 
tooth, a map tattosed on a sunbather's back or the puzzle, in that some of the big elements go in easily A sr º intenl 
aibility to horve Guybrush tarred and feathered, amusing but the more you fill in the spaces, the harder it gets O mo 


csides like rhyming swordiights, interactive songs and to eia and connect pieces. Becquse all th 
banjo-duelling minigames? “We went into the (EE | inventory [required] to solve a puzzl 

, needs to be in the environment with 
all the rest ol the stuff, it all needs 
a reason for being there besides 


E 
E 


future, played Guitar Hero, then went back to 












1996 and changed it to a bemijo, just in case 
therewere any time-travelling lawyers around, 
Or maybe we nipped off the game Simon, but 


te 












with a computer, a banjo, and a pirate.” 


The saciar process turned out to | 
be very simple. “We got a lot of sugary snacks 


end collee, then posar ourselves in a conference 
room with a big whiteboard re made lots of elaborate 
low charts ond diagrams of unrelated things like the 
weather or our plans for lho a until we ran cut 
ol collee, or came up with another excuse so we could 


A 4 : | 
e A ; l 


Cretting yourself tazred and featherod is a small à | bu | 
| pica to pory for saving the love of your lite from an ] 
eternity as q gold statue. 
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entertainment 


ao REALISM MUST ALWATYS take a backseat to 


m s. If it were 
EEE [= e a 
TT 


Bros. would be q game about fitting pressure pumps 


in videogame imperative that videogames had 


to be lactually qecurate all ol the time then Super Mario 
to grarvity-led 
shower systems, and because soldiers don t actually have the ability 
to miraculously heal bullet wounds by hiding behind bookshelve 
games like Modern Warfare 2 would be unbearally on 
Even at the derwn ol the medium though, videogame makers have 
been trying to bridge that gap between entertainment and realism. 
And the purest product ol this marriage were games that tried to 
offer a virtual interpretation ol a reallils, and olten mundana, job. 
Throughout the years, a wide variety ol occupations have been 
tackled by videogame makers. Some have touched on what it would 
be like to work as q downtrodden barman serving drinks in a pub 
populated by aogressive cowboys (Japper), while others have tried 
world of the stockbroker | Well 


end earn 


to offer a glimpse ol the cut-and-thrust 
street Rio), cllowing you to buy and sell imaginary shares 
yourself plenty of 

This peculiar videogame phenomenon started with one game, 


make-belisve money. 
end ironicclky 1t was q title that attempted to impersonate the very 
first job that most people ever have while growing up. Released by 
Atari in 1984, Paperboy tried to replicate the daily slog by millions of 
no across the planet every morning. Playing the role ol a seemingly 
detested paperboy, your job was simply to deliver newspapers 


to pão ol vour customers. But despite its somewhal dull-sounding 

pi emise, Faperboy cleverly added a strong kick of fun and hilarity 
to the bemality by allowing plovers to cause as much damage to 
the property of non-subscribers as possible, and then finishing 


each round with a cool dirt track, complete with ramps and target 
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E The Faperboy arcode cabinet was memorabile 
dor às unique hondbebar controls. 


E Finish a wesl: of rounds and Poperboy maltes 
the iron! page = musfve been a slow news week  suburbs, Paperboy gets to umvind os o dirt treck  sesual equality with the introduction o! Perpergirl. 


Ooo EE 
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boards to hone your paper-aiming on. Set over a week, Paperboy 


teatured three streets oi varying diliculty, and each was littered 
with all manner of weird human obstacles and hazards to avoid 


be it aggressive mutts, kids trying to trip you up with their radio- 


controlled cars, two skinheads partaking in a comical street 
brawl, or car and motorcycle drivers with tunnel vision. With most 


arcade games asking players to shoot cascading waves olinvading 
aliens, or bound ja precaricusly positioned platforms in colourtul 
boy's down-to-earth, easily identifiable premise 
that wu gave il 


it à success. 


worlds, it was Paper 
ndoubtedly ts charm and made 

While the game is unquestionably a clessie, 
very lite is known about the central characte! 


other than his profession, obviously. During 
gomeploy the unnamed boy's face is alworys 
concealea, either by the games isometric 
d the 


and sotchel, 


perspective, which plece camera just 
nero, or through his baseball cap which 
he crashes his bike. ia 
e foc 


is a small image printed on the front page of the fictional newspaper 


behind our 
slumps comically over his head whenever 
only qlimpse you ever get of his freckly Alfred E, Neuman-styl 


that he delivers — which, weirdly, also acts as the game's end-oÍ-level 


resulis screen, 

EEE MOST OF PAPERBOY'S personality comes 
cheeky troublemaking antics and humorous dono 
et hit with q timely tabloid 
Y by design to make life 
being one of the first 


rough his 
commentary 
into 


Eri E 
Or ChAshes 


whenever he scores a dire 





a hazard. Whether intentional, or simp tor 





the programmers and artists a little simple 
videogame heroes that kids could Teclhy ei with meant that 
Poúperboy really didn t need to have a big personality to arttract lens 
and win appeal. 

s odd to think that kids 
ns crack oi dorwn to deliver newspapers 
they eormned to pump into Paperboy to replay 


the virtual-world. But this brings us to an interesting point about the 


in the mid-Eighties were getting up at 
, and then using the money 
their self-some job in 
game. Perhaps another draw was that it gave kids the opportumity 
to prove and compare their paper-delivering skills with their friends. 
After all, the same skills are required to do the job in both worlds - 


vou have to be capable oi avoiding cbstacles, be alert of your 


surroundings and time your newspaper lobbing to perfection. The 
only real difference is that in the videogame incarnation you had to 
pay for the privilege. But at least the game never forced you to get 
up at some ridiculous hide on a miserable end blustery morning to 
» deliver the daily news. Now that's a slice 


battle the elements just t 


of realism we could qi ly do without. 


E After delivering nevspoapers in Americam E Faperboy 1 sow a wotershed moment for 


nunca 
nana 
nunca 
nano 
nn 

Apart from the newspaper 

screenshot that lashes up 

ct the end of your game if 

Fou EUCCEBES! ulhy Com plete 

UI ENuUre W2GE ! 5 morth cl 

TS UNS : VI SU TNIEVer really get 

to ses Faperboy's face - it's 


either hidden by the game's 
isormetno perspective, OT the 
character s baseball 
or mailbog whenever he 
crashes his bike. Perhaps 
thus was dn intentioncail 
design choice. Alter all, 
getting facial detail on such 
à smoll choractar sprite 
wouldn't hove 
job, even with Atari's then 
state-ol-ihe-art System I 
ercade herdwara. 





pc | 








DME CAM EASY 





No papergia is complete without a | 


pushhike to save their feet, 's the tool of 
their 
port 
well cs delivering newspapers you 
also ensure that Paperboy remains on his 
bike at all times, otherwise it's game over. 


of the Faperboy sprite becquse as 
have to 


E Raperhoy was one of the first games to fecture 
heitigad scescl 


trade, and is en iconic and integral. 


Hi The strects were full of worys to score extra 
brio points with customers 


























































lt you look closely at the Perperboy 
sprite you ll notice that he doesn't 
e toss papers from cut ol 

is satchel — the mail seemingly 
fired from out of his head. This 
is becquse Paperboy's creators 
had a nightmare trying to give the 


“horacter a 


a sei E 


ihrowing cmimation 
nd in lhe end decided to release 
the goma without one. 


Paperboy was one of the 
irst arcade games to 
feature digitised speech, 
and Atari used it to gira a 
voice to the game's hero 
Throughoul the game 
Foperboy con be heara 
continucilly crocking wise 
expressing his dismay 
at getting mowed down 
by a sentent lervm mower 
or his qiee ot getting a 
paper in a mailbox with 
a tirmely lob, Interestingly, 
the voice ol Paperboy 
is actually that of Atori 
morketing rep Den 
Traeger, who worked 
alongsido F “Ipe perDoy s 
crectors Jol wvitz 
and Deve Roletor, and 
helped to make lhe game 
cd SUCCESS. 





One ol the quirkiest elemenis aboul the 
Faperboy arcade cab was its unique control 
method. Originally Haperboy was going to 
ba steered using a Jojratic k, but when Atari 
ontrol a focus 
group, and the pone! found it contusivio 
with iso games s isometric perspective, 
went back to the drawing board end e 
up aith a handlebar controller made 


sch 


tested tha 


they 
Tn 
tro € 


modiied star Wors light controlar. 


E Arperboy went all 3D on the NEGA. Sadhy the 
germe west a patch on the original, 


E Paperboy finishes his round cmd receives a hero's 
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D.A.T. CHOSEN PAPERBOY OF 


The Baíly Sun 


1984 ATARI 
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Looking to 


making friends and 


virtual graduate. 





BAR MANAGER REQUIRED 
FOR TAPPER BAR 


Job Description 
A very demending saloon in 
looking to 


bar manager to serve drinks (mostly beer) 


ollecit | our four 


areas E at taneously. 


and ft Tr ney dr om 


Required Skills 
As they will be 
handed, the 


single applicant 


ab 


expected to run 


Texas is 


better your chances of 
lovers 
materialistic people, or perhaps you've 
been toying with the idea of embarking 
on a new career in giant gorilla removal? 
Then why not leaf through the The Daily 
Sun's job section, which is packed full of 
exciting job opportunities for any young 


currently 
hire à tenácious and undustered 


separcie bar 


TOMIT 


FILIS 


be 


with 


DEODORO 
Rana 
DOR 
OOo 
cone 


INC. 


| COIN PER CREDIT 
THE MONTH 


FINAL 





ALL RICHTS RESERVED. 


JOB SECTION 


bars 


well 


brgonised, steady on their feet, have a 


minimum two vears experience in bar 


KANE ment, and must demonstrate já NO 


numeracy and people skills. 


Benefits 
Às 


the successiy 


La 


well as keeping all tips earmed, 





a pplicant will receive one 


free drink alter each shifl, and will also get to 


work in a warm lendo atmosphere fmost of 


the time), 


TRASHMAN NEEDED 


Job Description 
An opportunity a orisen for a hordworking 


individual to join our team cf reluse collectors, 
The successlul Srila e will be expected to 
a gooc sense 


ema 


meet stringent targets, have 


Required Skills 
The pertecl 


cairia to muck 


who isn't 
hands dirty 
po ja Jd, a 


spatial qwareness 


condidate is 
provi den ] 


gomecna 
n ana 


(though gloves will be has 


people skills and acute 








They must also be able to work well under 
pressure and cope with the unique phenomena 
oi colour clash' 
Benefits 


You will be able to take adventage of our 
pension scheme, and will receive 


ubbish that gets left 


attractive 





Hrs! 


dibs on any valuable r 
out for collection, 


RENTOEXTERMINATE 
NOW HIRING 


Job Description 
A pestcoi 


a breve and diligent nc to join our newly 


trol company is currently looking for 


established insect/gorilla division, Your main 
E a 1] be 


ol u TETO) destruction by nuisance insecits 


3 to combat the Sromwing threcit 


a stubborn giant gorilas. 
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MORN ING 


Required Skills 
It is essential that the successful applicant com 
work comfortably around insects, bees and 
gorilas, ond must also be a good shot wilh a 
tin ol bug-sprory. Strictly no plumbers, 
Benefits 

Às well as a lifetime 
vou can also 


supply ol bug 
look forward to a very 


Epil Cy, 
L 


| 
early retirement. 








PLUMBER'S MATE NEEDED 


Job ad Ad 


| am currently looking lor a brave plumber's 
mate to assist me on a dangerous oil collection 
ong. 
unblocking oil 


oi the 


Your main 
pipes to 


ngs oil 


múussion en da deep St 


CI A | involve 


allow smooth 


junctioning 
extracion system, 

Required Skills 

| am a good 
Enowledge ci welding end plumbing, and who 


looking for someone who has 


isn't bothered by working in hot and cramped 
conditions. Being a ps hand at unclogging 
things is also desirable too. 
Benefits 

Ás well as a great remuneration package 
vou will also receive a company van and free 


life insurance. 
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INDUSTRIAL MIGHT 
AND LOGIC VACANCY 


Job Description 

The toy company Industrial Might And Logic is 
currently seeking an engineer to work the mght 
shit cmd o the maintencnce of their toy- 


Trade 


making machine, Th he Beast, which 


| tr i Bir po 


produces 
pular Star Wars action figure range. 
Required Skills 
IML requires an with a strong 
ability to work well 


individual 
analytical mind, and the 


E az E a] 





under pressure À basic knowledge ol 


Star Wors is also desirable for quality 
Com 1 rol TEDSOTMS. 


Benefits 
Free Star Wars action figures and the hours 
of daylight all to yourself, 


PARK RANGER REQUIRED 
Job Description 


Ranger to 
the conservation of our National Park. 


We are currently seeking a Perk 


ensure 
e tom 


Duties will include patrolling the lak 


HALL OF FAME... PAPERBOY 


anocnooconoononanonananaonononnonnoononnanaoomnmnmmm 


inside the park dinghy, Eai a lookocut 


and res CULT] CIIVY W reak swimmers in trouble, 


and the general upkeep of the shoreline and 


picnic area from literbugs. 


Required Skills 
We are looking tor an observant 
who hates the sight of litter, loves the great 


outdoors and is no a of walter. 


individual, 


Benefits 
A cooked meal is provided for you every shift, 
and lifeguard, 


cincry 
RS, 


sna ses handling and 
 qlso ollerea. 


driving training are 





BURGER CHEF WANTED 


Job Description 
A popular fastfood chain is 
currently looking to hire an 
enthusiastic chef to run « 
their busiest burger eateries. 
Duties will include 


the food area ready 


one of 
preparing 
tor service, 
cooking beel pates ant 3 placing 
them inside bread buns to a 


Michelin Star standard. 


Required Skills 


be 
ond 
your feet, 


As head chel will 
pe to prepare 
cook the food with 
ensuring great personal 
hygiene at all times is vital. The 
ideal condidate will also 
physically fit and must not have 
any food allergies. 


vou 


so 


he 


Benefits 
As well as 


scheme, 


a competitiv 

vou will 

orovided with a free cooked 
mec! during every shift. 
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remain intact, however 
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Your monthly guide to the 
rarest retro treasures 


Konami 





Mosi MA games 
have plastic coses so should 
atay in good condition. Keep an 
eye out tor tom inlays, though. 





Loose cartridges 
are much easier to find than 
boxed copies, but they still 
set you back a bit. 
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relecse come with a free Space 
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LIKE MAN T shoot-em-ups, 

Space Manhow is hard to find 
simply for the reason that there are 
more people chasing it than there 
are copies in existence. Nobody 
really knows how many cartridges 
were actually produced by Konami, 
but the high prices it constanthy 
attracts suggest that there werent 
many. Even as a loose cartridge, 
you can expect to pay around 

£40, Demand is that high. 

Part of the problem 

is that the game was only ever 
released in Japan, butits a 
problem made worse by the age 
of the cartridge, as well as the fact 
that its host machine is relatively 
niche when compared to certain 
other games consoles, As the game 
was produced towards the end of 
the MSX's life, as Konami began 
to pledge increased support tor 
Nintendo, we are almost certain 
that Space Manhow will have 
been granted the smallest 
possible production run, 

Throw in the fact that 

Space Manhow was one of 
Konami's best shooters oí the 
Eighties, and that, to this day, it 
has never been properly converted 
to any other format, and it's easy 
to see why it remains a favourite 


among MSX collectors. [a 





[f you can find a copy, and if 
you can aftord it, then yes, Space 
Manbow is definitely one that's 
best removed from the shrink- 
wrap. Playing in the same vein as 
Gradius, this underrated Konami 
shooter is a horizontal affair that's 
easily among the publisher 's 
best work. Few people will ses 
beyond the second stage without 
cheating, as the difficulty is so 
high, but even then the experience 
is one that any shoot-“em-up lan 
will adore. 

The first level alone should be 
considered a defining moment 
tor the genre, [aking its cue from 
the third stage/boss in R-Trpe, the 
entire level is one huge enemy: 


an armoured ground vehicle, 
multiple screens in length, which 
carries several sub-enemies upon 
itself. Making your way above 
and through the hulking mass of 
machinery is both challenging 
and awe inspiring. 5o even il 
vou never manage to beat the 
the first boss, you ll always have 
the pleasure of replaying that 
awesome first stage. 

Still, the ridiculously high price 
of an original Space Manhow cart 
is definitely too high if youre only 
interested in playing, rather than 
collecting. The sooner Konami 
reglises this, and includes 
Space Manbow in a new retro 
compilation, the better, 


a! 
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Name: Robert Vroemisse 
Occupation: Graphic Designer 


Why? Because 1 like these retro games a lot. | have 
had en MSX since | was a little boy, so nostalgia is 
also a big part of the fun. And why Space Manbow? 
Because it's one of those must-have games that every 
system has. Ifs great in every aspect. 


1 bought the game at an MSX fair in Tiburg, 
Holland, in 2002. There was a big MSX quction and 
Space Manhow was one of the items that was up for 


the bidding. 


The game was (and still is) in near mint condition. 
Just a little wear at the top and bottom oí the box. 
Very common with Japanese boxes. The cartridge is in 
mint condition and so is the manual. even has the 
original registration card and some Íflyers for other 
Konami games. 1 bought the game for 175 guilders. 
Which is about E70. 


| have played and finished Space Manhow very often 
in the past, The quality of the game is very high. 
Great music, superb graphics and the gameplay is 
very well balanced. H's hard, but never too hard. The 
game uses some techniques that are not often seen in 
MSX games: smooth, multilayer and multidirectional 
scrolling, for example. 


It's mine for life. No doubt about that. 


retro(Vvimagine-publishing.co.uk 
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Appearing as if from out of nowhere in +». 
1997, Diddy Kon 
second Christmas and beat Nintendo at its 
own game. Now, 14 vears on, Rare speaks 








out about the making of its classic racer 


“ 21 November 1997 | 
Eee] 

como! Nintendo 64 | 
Nintendo | 


= Rare 





Design 

Lee Schuneman 
Martin Wekceley 
Software 

Rob Harrison 

Poul Mountain 
Jobn Pegg 

Richard Gale 

Art 

Kevin Baryliss 

Lee Musgrave 
(Rere's Head oí Art) 
Keith Rabbette 
Dean Smith 

Johnmi Christensen 
Bryan Smyth 

Paul Cunningham 
Rudio 

Dove Wise 
Graeme Norgate 





-+ — assets, such as woolly mammoths, to populate the 















SINDEANSAE 


MA Much like ita predecessor Mario Kart 64, 
Diddy Kong Racing had many shor cuís 
hidden ewery in the hevels 









Racing saved N64's 


Becting the character TT in the time trial raoes 
took mary am hour qnd sw controllers across the 
wodd being from against the veall, 
|) e) a | 


Oo: 2:65 
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| was destined to 

be a hit. N combi ed the gameplay of both 

super Mano 64 md Morio Kart 64, added 

a cast of likeable characters, and was released as a 

special NbB4 surprise in the run vp to Christmas. How 

could anyone resist? However, given the tact that both 

Mermio Rort 64 and Super Merio 64 didn't influence the 

production; that Nintendo, and with it Diddy Kong, was 

nowhere near the title until the lost moment; and that it 

was never intended as a Christmas release until just a 

few months prior, you begin to realise that the game's 
success was far from predictable, 

Diddy Kong Racing signalled the dawrung o 
era for Rare and set it upon the directorial route it 
would take to this doy. As Lee 
game director on Diddy Kong Racing and is currently 
Roere's head of production, explains, the initial vision 
tor the game was lar from clear. 
of iterations trying diflerent things until we got en 


MARIO KART ON 
SNES INFLUENCED 
THE RACING PART OF 
DIDDY KONG RACING: 


ia new 




















Schuneman, who was 


“Tt was a series 


interesting approach,” he remembers. 

às Schunemm recalls, “À team of four 
— Chris Stomper, lead engineer on the project 
rom the start; Lee Musgrave on art; Rob 
Harrison on Software; ond me — initially 
worked on a Covementime-travel RTS for 
N64, for which 1 did an initial design and 
Lee Musgrave did some art. But this didn't 
last long.” Ultimately, the RT5 game was 
abandoned and the team set cul once more 


À lot ot collectable items were soattered arcund 
the vanous words, adding hours cf gameploy that 
gamers warm over the winter of 1997, 





















to look for an interesting idea and began to 
look at creating a fun racer" using some ol the RTS 
game in its early stages ol development. 

As with meny gamers, tha words fun racer brought 
to Schuneman's mind a joytul memory of a certain 
SNES classic. “Toved Mario Karton SNES. Before I got 
my job at ir in April 1996 on Donkey Kong Lemd Z, 
[took great pleasure in racing against all my friends. 
We spent hours pleyng that game, 
influenced the racing part ol Lidoy CONT I 


so it obyiously 


 DIDDY KONG RACING: 





FROM THE 








gere truby 
special for me, [cs utterhy Blow 
every. The snowry levels were just 
pertect for the season. Às a racing 
game it wus evolutionary, if was 
also like on adventure geme, and 
the notion of boss batiles wars pretty 
much unprecedented. The multiple 
vehicles slent was superb, and each 
felt different while the weighting for 
multipleper batile split-gcreen veis 
very well done. [loved the system of 
colecting balloons, which made the 
gume very addictive. 





BINAR YROO STER 


Becqutitul graphics and 
presentcton s000 GIVE WiEry to some 
of the most spiteful difficulty spies 
in goming history. Finish im first 
place and pick up all the silver coins 
on the way. One mistake and you 
have to restart the whole race. Never 
hos a game named alter a monkey 
and fecturinog a large collecton of 
cute woodland onimals had such 
hemdesre gomeplery. 





HOTEK 


This was one of the first NEd 
games | pleryed, and [loved it. When 
[ set up my NE4 eorlier this yeor it 
was one of the first games [ played. I 
loved the free-roaming hub structure 
that was more like a plotformer them 
anything else. lt also reminded me 
how mind-mumbinghy hard É ves. 
Who on ecrth thought that meking 
tha plorper finish first in every single 
race was a good idec?! Still, there 
was a lot of reply value, the boss 
baties were pretty cool, and the 
vehicle options were a nice touch. It 
also introduced the gaming world 
to such Hare stable mates as Bono. 
Conhker and, er, Pppy the mouse. 


FATBOY SLICK 





The multiplayer was nowhere 
near as good as Morio Kem 64, but 
for one pleryer was untouchable 
- grgqualbhy vet MRS should hove 
been. | loved the setup: the hub 
level to choose races, the diflerent 
vehicles ond loose storyline ond 
secrets. The Christmas levels really 
d it to me — genius. 
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Diddy Kong 


Racing DS 


FOR THOSE FANS still 
savouring the sweetness 
of the original, Diddy Kong 
Racing DS cut through 
palates like a sour prune, 
but then, given Schuneman's 
reasoning tor the game, 
that's hardly surprising. “We 
wanted our handheld team 
to learn the DS, and doing 
that with a new game was 
not the right choice.” 5o Rare 
broke a key rule of business 
by putting itself before its 
market, ond paid the price 
with a substandard game. 
But it wasn't all doom and 
gloom. "“Commercially it has 
done very well, so overall 
we are happy with it," adds 
Schuneman, and it met the 
initial aim laid before it: to be 
a launch pad and research 
tool tor Rare. “We learned to 
onhy use DS features when 
it suits the experience. We 
probably shouldn't have used 
the touch capability at all 
[or instance) as it doesn't 
really suit the experience. Just 
because something is there, 
doesn't mean you should 
use it.” The good news, as 
Schuneman sees it, is that the 
lessons learned ultimately 
benefit the next game. "We 
took the lessons learned on to 
Vivo Pihata DS ond we were 
all a lot happier with how that 
game plays.” Sadly, however, 
Rare's handheld division was 
closed down in 2008, so we'll 
probably never see what else 
it con achieve with the two- 
screened wonder. 


WELL DONE! PRE 

THE VENCELESN 
RACEMDUR 

TRATEO ORESTART 





a fong Hacing. Such was the popularity of 
mass Mario Kart that, were Diddy Kong Racing to be 
just a fun racer, it would inevitably hove been slighted 
as a clone of Nintendo's classic. Thanktully, racing 
was only half of the game Schuneman had in mind, 
The other half was a far more innovative adventure, 

No other game had attempted Diddy Kong Racing's 
leat of splicing adventure gameplay with racing, so 
tor inspiration the team locked beyond the game 
industry. Schuneman reveals that the adventure 
element was actually inspired by Disney World. “The 
initial design of the adventure world was 
a lot more theme park based and evolved 
[from there],” he explains. And so the 
team ol four worked around the idea of 
using a central hub area that interlinked 
worlds, oflering discovery and adventure 
akin to platform games but pleyed out 
with racing. Though limited mempower 
temporarily reduced the game - then 
tiled Wild Cartton Kingdom - to what 
schuneman describes as “anearly design 
iteration, rather them a project we actually made”, it 
soon gained momentum. “Over a short period, Wild 
Cartoon Kingdom developed into Adventure Racers, 
and a teom was built to develop it.” 


HE WITH PRODUCTION BEGINNING in earnest 
on q truly unique title, >chuneman was fortunate 
enough to receive a blessing most in the industry 
today con only dream of: freedom. “There was no 
specific force saying make it like this or like 
that”. There was no involvement from Nintendo 
in tarms cf content. It was the gama we 
wanted to make, Ironicaly many gamers 
looking back on Diddy kong Hecing 
may view this freedom as a wolf in 
sheep's clothing, critiquing the game 
as being too large, a product ol 
unbridled enthusiasm in the production. 





LEE SCHUNEMAN 


Director 















Neveriheless, the freedom gave the team free rein to 
add a lot ol unique content, 

achunemen's summation of the project clariles 
the scope ol tha game s design: “The game structure 
Ato B, 
end doing different things 


was based around doing diterent style races 
Standard, emd Exploring 
on the track, such as the silver coin challenge. We 
also wanted some grand-prix-style racing in the form 
o! lrophy Challenges, and becquse it was adventure 
style wre then had the Boss Races." And as ifthat wasn't 
enough, they then decided to, “Mirror everything, 
re-position the silver coins and have 
Adventure 2º, eflectively doubling the size 
of on already expansive game. Why the 
generous amount oi content? “Il was just 
about loads of people who were really 
new to making games, realhy passionate 
about making a great, fun game and not 
knowing any better,” Schuneman says 
with a hint ol irony. 

Like an artist applying paint to cenvas, 
the emotion ol the teom thal created the 
project shone through in the final product. That emotion 
was pure enthusiasm, and everything about Diddy 
Kong Racing smacks ol it, from the cute characters 
ond their silly voices — “Lwas the voice of Bumper”, 
reveals Schunemem — to the bright colours the looked 
like a child had been let loose on a paint board, 

Listening to Schuneman talk reveals just how 
enthusiastic he is about Diddy Kong Focing today. 
“My lavourite character is TE | like his stupid voice 
[recorded by artist Dean Smith] and he was the 
tastest character to drive so became a Time Trial 
choice. And | really liked Frosty 
Village because it has a greaí 

Christmas feel. Also, Dave 

Wise did a ridiculously 
catchy soundtrack.” All this 
love qnd yet, as Schuneman 
chillinglhy remembers, “It took 


tor the level Derk <<. a 1 
Mcon Covems. The TM dos Cf 
DS version of Diclely E = 
Rory Hercdrne put us 

a step closer to Hare -À Es 

by exlhonwirig custom 


5 track creation. * 


around 14 months to develop in an old converted barn 
with no windows, just big tems on the wall to blow in air 
during the hot summer. 


HHH THOSE 14 MONTHS wors spent dratting and 
creating ideas. [Td come up with a theme - moon 
surtace”, for example = then give the artists a track 
lryout on paper and they'd make it look incredible,” 
schuneman reveals. “We would then iterate the track 
shape, ensuring it flowed right for racing. 1 would 
then go in and set up all the Al paths and Al levels so 
they gave you q good race.“ The direct control that 
Schuneman had over the project, as he illustrates here, 
allowed the game a vast array of imaginative content, 
Where the majority of titles these days have very clear 
plan documents, which direct, end ultimately restrict, 
the team's work, Schuneman was ellectively given q 
blank canvas and told to drerw. 

As he explains, the overall game design and worla- 
lryout were created with the express purpose oÍ 
realising his eclectc visions of individualistic level 
design. “The point was to make each location around 
a general theme - dinosaurs, ice, space and so on 
— but then make each race track within that theme 
very different in style so you always wanted to see 


what was next” This is where the relevance ol the 
theme park” hub area comes into plery. By separating 
the central world into sub-worlds, each containing 
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Hocing expanded 
the game plery 
erith a hub grorld 
bos battles. qnd 
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individual levels, Diddy Kong Racing allowed those 
which would never 


realistically coexist - to be included while 


artistico, enthusiastic ideas 


maintaining the dlusion of a single, solid world. 
Though the “central hub' technique had 
already been used in other games, ils usage in 
a racer allowed Diddy Kong Racing to avoid the 
issue ol repetilion. Given the prominence ol this 
problam in the genre, it's a wonder so few ol Diddy É 
Kong Racing's brethren have made use of the trick. 
Had DAR failed in ny way its lack of concrete . 
inspircrtion to racers would be reasonable. The fact É: 
is the game received excellent reviews and even won é 
the Console Racing Award at the 1998 CONTINUED =, 


LM 


lhoi others 250 
indtoted ff Crash 

Ri) m 

Team Rienciray 

DEE both thi 

hub word ond boes 


bertiles 








Interactive Achievement Awards. And vet, as 


E. mi iCal 


sSchuneman “No one has really gone 


SLIVS, 
dowm this route [splcing plettorming and racing). 
This is surprising given that Schunemem places 
predominant credit tor the game's success on the 
structure and choices the game gives you, which 
were possible thanks to that initial hub design 


revelation. “Toure not going to get any old generic 


race track,” says Schuneman, comporing Diddy 


Rong Hacing to the average racer. lts going to be 
on exciting new world full of imagination. So the 
adventure structure with lots of choices, the unique 
world design, qnd the great core racing mechanic 
gave it strength, depth, and ultimately made it a 
unique and addictive game.” Thanktully, the 
the 

the one that maitered most: Nintendo. 


DIS 


company that saw brilionce of Diddy Kong 


pres 
TEUS 


—m ] 
ATC 


BEING THE FIRST gams Schunemen hod 


ever worked on rom the beginning, he was naturally 


keen to see the reception from Rare's porent 


SFT] 


ompeny and publisher. In June 1997 he got the 
chance, “We demoed lhe le to Miyan at ES 


1997. 1 was cn experience for me, having only been 


1O LO 


E 


and plory our game 


E Pi 
dd ta 


at Rare lor a year, to get to der 
tdi Cir 1S1 Miya mote o Se) JUST S hei ros his to! EMOS! 
recolection of what must surely have been one of the 
high points of his coreer. “Tbeat him in multipleyer.” 
Thank goodness the alltoo-cheery Miyamoto wasn't 
ollended. 5o pleased, in fact, were he and Nintendo 
Diddy Kong. Diddy wasn't in the game 


at the time and the tile was actually 









Pro Am 64 —- em intended sequel to 


Hú-Fo dm. 


even have cars, but mnstecd 


me We didn't 


had these three-wheeled trika 
things. [hey cidnt last long. 
At first almost qudacicushy the 


ol 
who had sweated 


team DEMNVCOLATS 





JM The originality of level design, in which each 


course hos alternative roubos and unique graphics, 


O meally made the game stond out from the pack, 


ala il 


The Uitimiate Malba GR Guide pralda 
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Diddy Kong. - 
“Racing +. 
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This game beats 
Mario Kart 64in 
every department. 
The gameplay 

is balanced and 
requires more 
strategy. The levels 
are way more 
interesting. lhe 
Adventure mode 
is a lot of tun. 


“asi Deo that connecis the 





in the barn far over a year to produce Pro AM 6d didn't 
take too kindly to the idea 
linest characters in their game. 1 


of using one oi Nintendo s 
emember we 
were all initially against using Diddy Kong, butit's a 
good job we listened in the end as being port ci the 
Donkey Kong brand 


Diddy's visage add to the commerciaity of the title, 


TENTO 
tea Ls 


a great plus.” Not only did 
but the relationship with Nintendo also resulted in a 
hefty marketing expenditure, With the delory of Banjo- 
Kozooie, which was originally intended to be Rare's 
big NO4 release of Christmas 1997, Nintendo moved 
Diddy Kong Recing into that lucrative position and 
backed it with TV and other marketing campalgns. 
Certainhy the newcomers were glad they'd come to 


terms with the idea of Diday taking the helm, Though 
Pro AM fd probably would have received 1 [6 


reviews, il certainly wouldn't have met the 


GULTTIES 
commercial success as Diddy Kong Racing sitting al 
the back of shelves at Christmas with lite marketing 


and lacking the support ol the Donkey Kong brand, 


[ts touching that Diddy Kong Racing ended up 
being the big N64 release flor Christmas 1997, The 
theme suited the season pertectly and the graphics 
were as sweet as the treais in our stockings, but 


above cill, it married with Christmas in the spirit ol 


birth. Às schunemem heartily recalls: "Most o! [the 
team] were making their first game. K was a greal 
development period with q brilliant team oÍ people, 
so the passion and drive were incredible. lLhough 
this inexperience could easily have resulted in q 


misguided and ultimately poor title, Schuneman 


The original propcsed 
design for the “central hub' 


worida ond alias tor the 
Memo Ed etyle exploration. 
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The big boss Vizpkg was one 
beck ol a challenge, so much sa 
that mary criticos and gemer iound 
Diddy Kong Recirkg too dificull, 
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ae 
explains that, with Rare behind them, the team didnt | cuteness to match a Teletubbies Christmas special 


a 
mi 
tear the unknoum, but rather pressed on with passion and with revolutionary gamepleoy. mo 


tor their lofty aspirations. “Other teams at Rare were As Schuneman ascended the Rare lodder so, 


very successful end because Rare awarded excellent too, did cuteness and innovation bubble up the 


royalties — ond still does - some of those people were scales. Though many hardcore gamers wil! 


earning huge sums of money, 50 when you are in a suggest that the earlier period ol Rare was 


company like that, with success around vou, lt makes better, the daring that saw the company 


you want to be successtul and drives you to do the combine adventure gaming and racing 


that underlying motivation 


el quis TEN 
best you can. With 


in place at Rre qnd with a talented and 





passionate group oÍ people new to making 


MOST OF THE TEAM |. 
REMAIN AT RARE, 
AND MANY WORKED 
ON NUTS & BOLTS 


games, everyone wanted to produce the 
best game they could.” And they did. For a 
team comprising mostly newcomers to the 
industry to set upon the most competitive 
time ol the year and conquer the market is an 


incredible accomplishment. To do so while f 
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darino to « denre 
z a | 


was unheard ol The 4.88 million sales worldwide over ten years ago has moved 


r 
JE2r 
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eople's 


But 


why does that need to be done in cutesy 


were well earned, os were lhe team members it from perfecting other | 


continuing positions at Rare. As Schunemem proudly Innovations to creating its owm. 


states: “Most of the team remain at Rare, and a lot oÍ 


them worked on Bomnjo-Kazooie: Nuts & Bolis.” colour definition? Perhaps the truth is that 


SCchuneman is 


DU RR 


As with any great Christmas tale, this story ends ome sort ol sugar-becring Senta 


with a beginning the beginning of a childlike Clous, cut to spread joy throughout the world, Or 





sense ol exploration and fun. Prior to 1997, Rare was perhaps, as man himsell states: "The annoving 


rencwned for such titles as Sabre Wu, Battiatoads, kids” laugh sample at the start ol the game, which 


hounts me forever”, has taken over Rare with some 
| ESRB-triend 


today 's 


Rller Instinct and Coldentyve, all of which 


WE 





stylised with mature modernist graphics end relied 


SMOTL E 


yY incantation. Either wery, among 






on pertectng gaming conventions. lhen came gloomy and wolent visual staples, ls a The woolly moemmoth from Rare'a 


conceled ATS only mede as ler es 
the Didey Rom Recine prototype. 
We just wish they'd kept him in. 


>chunemem end his new production team, becring refreshing chemge, end litils cost for having 


Lady hong Hacing - a game plastered with enough 


Esto PcTo (cia To DO) Di To [o hi; 


From 16-bit hero to 64-bit saviour 


Hare lecd us into new gaming territories, 


The donkey and cab 
below are hoo al the 
arhginol choraciar designs 
from when Diddy Roang 
Racing was knoam ds 
Hd Carcon Ringdem 
Neilher progressod past 
the concept stage, but the 
designs remain in Rare's 
verult to this der. 
And this market 
dominance was well 
rewarded. Much as 
Diddy's visage gave 
grounding to what 
was Pro AM 6d, Rare 's 
game brought him 
superstardom, for though 
he was the lead in 
Donkey Kong Country: 
Diddy Kong s Quest, he 
was still part of Donkey 
Kong's world, hence 
making Diddy Kong 
Racing the first game in 
which he stepped into the 
limelight in his own right. 
Subsequently, Diddy Kong 
has appeared in such 
Nintendo promenades 
as Mario Kart: Double 
Diorsh!!, Super Smash Bros 
Erawl and Mario Golf: 
Toadstoo! Tour. Where 
once he vas dwaried by 
the gargantuan shadows 
of his pal Donkey Kong, 
now he himsell stands as 
a leader of the pack. 


IT'S IRÔNIC THAT the 
Diddy Kong Racing team 
should have initially 
disapproved oí Diddy 
Kong's appearance 
in the game given 
that Rare itself hod 
created him in the first 
place. Though Diddy's 
concept in Donkey 
Kong Country was taken 
from Donkey Kong Jr 
— who first appeared in 
the game of the same 
name in 1982 - he was 
renovated by Rare after 
Nintendo demanded they 
change either his name 
or his appearance. As it 
was Rare that essentially 
created Diddy, taking 
him from strength to 
strength in tho Donkey 
Rong Country series, it is 
Hitting that the character 
should lead one of Raro's 
most innovative titles to 
dominate the Christmas 
market in 1997, 


=, 





When Abe first introduced himself 

to PlayStation owners around the 

world in 1997, the lovably grotesque 
Mudokon became a beacon for originality 
and humour in an increasingly stale market of 
subpar shoot-em-ups, arcade racing games 
and platformers. The epic Abes Oddysee 
ingeniously expoanded upon the paradigms 
of classic side-scrollers, with each screen 
a puzzling masterpiece unto itselí, injected 
with morcl and ethical conflicts rarely seen 
in games at the time or since. Unbeknown to 
the unlikely hero, Abe was a part of something 
larger; something so grand à would actually 
never be fully realised. He was just one of 
several cogs in the Oddworld machine, and 
Lorne Lanning was the puppet master pulling 
his strings. 





Lanning was a computer arts veteran who 
worked his way through the ranks of Academy 
Award-winning visual ellects studio Rhythm 
& Hues belore pursuing an outlet through 
interactive mediums. But he was also a 
creative mind, and as a million hasty iPhone 
developers are quickly learning, the creative 
side and the business side of entertainment 
are two wholly different beasts. He had the 
intuition to know he needed a strong business 
backbone, but also the wisdom to know that ha 
should not be the one to handle it. 

He found this in longtime business and 
romantic partner, Sherry Mckenna, who has 
been the Leia to his Solo since the formation 
of Oddworld Inhabitants. Its more ofa classic 
entertainment relationship rather than a 
classic Silicon Valley relationship,” explains 
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Lanning. “Infinity Ward would be more than 
two programmers or three programmers and a 
designer; people with specific hands-on skills 
starting to build a company. The entertainment 
business is more like producer-director teams. 

“Sherry's a lifelong producer, and when we 
talk about how Oddworld's a co-creation, we 
can split it up like this: content is largely my 
creation; the company and the culture 
is largely Sherry's creation. When 
vou look at producing and directing 
in the entertainment business, that's 
a marriage. The best directors and 
the best producers, they all have the 
people that they like working with the 
most at that marriage level. | always 
saw that the smartest creatives have 
really strong producers around them, 
Because we tend to be flaky, we tend to be 
more artistic in nature. Good producing tends 
to be more absolutely on top of things, making 
sure that every T is crossed, 50 I think our 
relationship started off as a producer-director- 
class relationship that naturally evolved into a 
production company.” 

“And then for our personal relationship,” 
adds Mckenna, “1 had been married. And if 
youre in the entertainment industry or the 
game industry, it's called, "How many hours do 


vou work 24/7?' 1 just found it's almost easier 
to be with someone who understood why | had 
to break a very important engagement at the 
last moment. IH you're married to someone who 
doesnt get that at all, they're very oftended 
and they're not happy: they don't understand 
why you have to be gone every weekend. 5o it 
just evolved into a natural thing where we were 


"TO DATE, ODDWORLD 
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working 24/7 together anyway and, 

like [ said, after my experience of being 

married, | realised, Wow, this is the only way 

it can work, So for the last 15 years, it's been 
working recilly well” 

Like all other life forms bom and raised 
in Los Angeles, Sherry Mckenna became 
involved in the entertainment industry early 
on, After working on commercials and 
collecting numerous awards for her ellorts, she 


| helped produce the visual effects 











The Necrum Mines played a major part in the 


































Abeis Exodus narrative, 


BR 


for films throughout the Eighties, 
including The Last Storfighter 


(which iromically uses a videogame as 


pilots), 


plot to scout real-lile space p 
£ Labyrinth, and then U.S. 
theme park Universal Studios Back To The 
Future: The Ride in 1991. 

Alter being introduced by amutual colleague, 
Lanning made a lasting impression, 


part of the 
2010, and Jim Henson 


ar, = 
ME NWEls 


doing motion-based ride films” Mckenna 
recalls. “Lorne was working on a Disney 


project. We were at my house at the time, 
sitting cut by the swimming pool, and Lorne 
said, Let me tell you a story So 
| seia, “Sure: The story took him 
lorever; it was the most wonderful 


story and 1 loved À, 


very complex. lt was about how 


and il was 


the world worked, without hitting 
the head with it. 1 sald, 
Lorne, this is awesome: we could 


You Over 


make a feature. And Lorne said, IR Y | 
No, no, no... 


videogames, 


we Te going to make 
What 
are videogames again? The P5one haodn't 
So | said, | 
*Umm and these big 


And 1 said, 


ve no desire 








even come out vel, 
to make videogames, | do 
attractions! And Lorne said, You dont get il. 
This is 
going; And | scid, 
And he just said, 
where it's going to go. 


the future. This is where everything is 
“Well, how do you know that? 
Becquse | just know, That's 
So it took him about two 
vears to convince me, and he saia, Lets just 


start our own company. If | can get the money, 


will you do it” | knew é ponldo get the 


money loughs Mckenna. "Becouse we had 
no experience, we had nothing. 5o L said, 
Sure, if you can get the money to start up a 


videogame company, Em there, And somehow, 
he got the money.” 

Fast forward |5 years, and Mckenna cant 
help but to think back on the early experiences of 
making Oddworld's first game. “Tve been doing 
CC and special effects my whole career,” she 
explains. “Ând 1 did commercials; | thought 
those were is hardest things in the 

world to do. You had 30-60 seconds 
in those days to tell a complete 
Then 
QUA 1] got into 
computergraphics, 


2" E" story. 


and | though, 
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“Thet's 1 
to do! There cont be anything more 


ne hardest thing in the world 
difficuh than making a motion picture; 
And then, when Iwas at Universa! Studios, | did 
a motion-based ride film. 1 thought to myseli, 
“No, no; this is the most difficuk thing in the 
world to do! because you ve got to sync up the 
motion base with the picture. And then, Lorne 
convinced me to get into videogames. And lat 
me tell you: there's nothing more difficult than 
It is the most 

ever had in 


videogames. Period. End of story. 
difficult medium to produce that Tm 
my career. And that's the truth.” 
The obvious question is, then: 
Are games the most rewarding?;, 
but Mckenna quickly shoots down 
that notlon, stating that her glory 
Were 


days watching people line 


up around the block to see films 
she had worked on, and that little 
else has come close to that rush. 
But the unique aspect of gaming is 
its perpetuity. “A good thing about 
[Odiaiworlal is that the rewara is 


says Mckenna. “Beco 


still | 
read what the folks are saying about our g 


SE 
JImes 


happening, ' 


still, even though we closed shop live years Ggo, 


end thats what makes it rewarding. hs the 


reaction of the fans. 
AND THE FANS date, 
Odoworna games 


did react. To 
have accumulated over 4 
million sales, but one sale in particular stands 


cut the most. Although its Mckennas most 
memorableexperience, shelets Lanningrecount 
it, cloiming that he tells it better. “IT don't know dl 
you ever read about this guy that we named Álf's 
Rehab and Tea alter” says Lanning. “But he 


out of the UK, 


who was on the verge ol púinídio and somehow 


was basically a 70-year-old guy 
found our game, and playing our game brought 
him back from the Brink. Reading this six-page 
elderly person 
who had los 


a wife alter a long illness and lost a daughter 


hondwritten letter from 


this 


who had been à war hero, 





after another tragic accident — was just this 
Mckenna 


At the end of the mail, we wete all 





heari-wrenching moment... 


ada, 


rving, because he said, 





Touve literally 
Kill mysell; I 


took all e money 1 had and thought about 


saved 1 my life. 1 had gone out to | 


what to buy with this last money and for some 





Incredible crecture design hos been presení 
in al ot Oddgyord Inhabitonts' games. 
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reason he bought Abe's 
Oddyvsee. Who know 
Ênd the end ol 


aved my life Fm 


ws why? 
the letter 
was. You E 
nto Ga to the group 
there and we'Te all crying 
hysterically. So to me, the 
the things 


t the most 


happiest things 


that meant were every time I got a 
tan letter that said something to the extent of, 
Tt Abe con do it, | can do it“ Or Tt Munch is 


wheelchair and is able to achieve this, then you 


Ina 
know what? Em going to achieve it The more 
that the fans identified with our chareeters and 
the more that it really did change their lives, 
those were the happy stories. That, to me, stillis 
what matters the most.” 

“T remember one day in particular, when we 
Think we 
were in Frankfurt, for the 
Abe's Exoddus release, doing a press tour. We 
and Abe was 


were in Germany” says Lanning. 


and we were there 
went into the big game store inthe 
top five. And we zine stand 
ond Abe was on, like, 


wolked by the maga 
three covers. 
And then we re walking into the music 
store, and Abe was on the top ten with 
the singles, with the music video that 
someone had done out ol the UK at the 
time. And there wos also a German 
bus that was shrink-yrapped that was 
all COdoworlia, Abe was 
That, to me, was a very 


EVT here. 


cool moment. 


AL THE TIME Id never thoughi 
of Odeworla really as niche, 
“Lalways thought of it as more mass-market, 


says Lanning. 


| think it they were films, we would have seen 
them as more like Pixar films than something 
that was niche. They had more entertainment 
value than your average game ol the day; | 
think history has revealed that more clearly, 
in terms ol the charm and the character and 
classic entertainment values. 50 [1 always 
designed and locked at it to be a very popular 
prand that 1 thought would resonate with lots 
of people. But then when you get into the game 
Spa, 


especially when you go through the 


PlayStation 2/Xbox era, or Xbox exclusivity, and 
He TC... 
suddenly il's a hardcore gamer's box. We were 
going for a more casual qudlence, where you'd 


all ol a sudden —- boom -— the price point, 


Em E | E À gm; im e a co SE a 
family playing these games; 


We didn'! 


have fun with the 
vou d have fun playing with your kid, 
see thai coming, that the Xbox would be ql 
hardcore gamers for the lirst several years. 50 
those things changed. Dalyays thought that the 
world's too fucked up to just be about making 
money, you know? 

“T know a lot of peopla are about the bottom 
line; they measure their value, their status — they 
measure a lot of things by the bottom line. And 
in an economic world, that's important. People 
aren t donating to your cause, they Te investing 
jn your ideas. 1ou need to De responsible with 


that and try to earn them back their money. But 


Troco 
oa anna 
oocococnnonoonooooenoonannennnnannonom 
OCORRE 
.......noocnnnnnonnannonnanonnnnanaooomom 


Fail io save more than 50 of these Mudokons in 
Oddyses and you get the bad' ending, in which Abe 
gets throwm into o mec grinder. 


LET ME TELL YOU: 
THERE S NOTHING: 


MORE DIFFICULI 
THAN VIDEOGAMES 





aí the same time, what's going on in the 

world? What are we here for? It gets into 
the timeless questions. When people tell 
me, Yeah, but he made a lot of money, Imean, 


“Dark. That's 


Your mecsurement of success? Pret ty fucking 


the silent voice in my head says, 


shallow. Really. All these things going on in 
the world, and we think that because he made 
money, that's the really great thing? I think it's 
deeper than that. 

"KH Lorne 


Mckenna agrees, adding, 
told me that the goal of Oddworld was just to 


had 


make money, | would have had nothing to do 
with it, Most videogame people don't like me to 
talk about this — which is why | stopped doing 
interviews a long time ago — but il seems to me 
that when you do a videogame, in order lor il 
to be a huge hit, it has to have some violence, 
and it's generally a shooter game, ora Won 

8) Warcraft, or something like that, and feio 3 
Lorne telling me these stories that really were 
very, very provocative ond very 


moving, and about what 





was happening in the 
world today. But since 
world - the Oddworld - 


vou didn t have to be olensive 
about it. What is the 
Aber What is the 


lts not what most videogames in 


story of 


story ot Munch? 


the day were really talking about. 1 had 


annoncanaononannanononoomomaam 







no des 
torci, il 
that was really fr ti 
important that we hit our fans with q message, 
but the las 


ire to make a violent game. Às a maiter o 
vou notice, Abe never carries a gun, ând 


to me, k was really 
t thing we wanted to do was stand en 
a soapbox and preach, because nobody listens 
to the person preaching, mysell included. What 
we wanted to do was disquise the message in a 
way that was really fun to play. lt never occurred 
to us that people would consider it niche, 
because, as Lorne said, in the film industry 
that kind of a movie would absolutely be for 
the mass market. But when voure talking about 
videogames, you'te talking about a unique set 
o! demographics. 

“Whether the Íolks want to admit it or not, this 
did rc hd the 
reason is, if you describe a game and you say 


Here's 


win. You have to blow everything up and vou 


medium ot attract women or girls. 


to à guy, the deal. Here's how you can 
have to kill everything and we'll keep score 
The guy says, Awesome! But if you say to a girl, 
“You need to blow everything up and you need to 
shoot everything, the girl's going to simply as 
Why? That's how | felt. ' 
make q game that has substance 
q ond styles and appeals to 


N every 


body" What 


uy hy Cor ta re 



















we found oul 
was, well, that's not necessarily 
what the videogame industry 
was looking for. So there E 
no way | would have entered 
videogames if | thought we 
were going to make the kinds 
ot games that made a lot oÍ 
money on the bottom line, 
Like a Helo. When peopls 

say Are you successtul?, 


ti seems today that 


has made 


VET VOTE 


bã 


mM 
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ooo 

=... 00. nom 

agreementthatwhatthat questionisteally 
asking is, Did you make a lot of money? 
That's not my metric for success. My metric for 


success is: did the fans love it? Did you get the 
kind of response you wanted? Nothing! s more 
important to me thon the lans. And that the fans 
are still avid today really touches my heart” 


DESPITE OLDDWORLD'S CONTINUOUS 
success, many ol Lanning's plans have vet to 
At the apex of Oddworld's 
et the 
core series was designed as a quintology, wilh 


come to fruition. 


mainstream exposure, it was revealed tr 


e cd stories such as Abe s Exoddus 


ond Stranger s RE h not Faça from the 


live central Chdeyvs 


chance to al nana went wrong. “fouTe right, 


ciorees Lanning. "NH was extremely cmbitious. 
And 
to think big. And, quite honestly, at the time | 
esa! the appetite of the game 
little 


1s happening, dl 


that was the idea, 1 was the idea lor us 


gudience to be different than 
what 


troanspired, | didn't think people would 


an whatactually 
care so much albout the latest bells cind 
whistles on a 3D feat 
But if vo 

that was heovily driving what people 
thought constituted good graphics or 


re or something. 


u look back to us mia-Ninoties, 


great art direction. lt was like, Wow! 
3D with a specular Ei That's great 
graphics!” And we the No, that's 
graphics with a new trick on it. 
ol annoying to watch that happen 


People were evalucting tech and they thought 











Crappy 


So dt was kind 


times. 


they were evaluating art. 
Lanning continues, exploining the hardships 


of a small studio struggling to adapt to the 
rapidly increasing complexity of game engines 


and hardware. “There was always 
this momentum towards new and 
different, every time, every time, 


every time, What 1 was looking 
et, [thought that the tech wouldn't 
evolve so quickly or that every 
game would require you to be 
on dillerent technology. 1 thought 
you would get more games out of NE 1 
one piece cf technology, in terms 
of software and development and 

vour engine. That really made things a lot more 
expensive than [ had anticipated. And this was 
to become a personal disappointment, with the 
which 
the 
platlorm holders] rarely provided a good toolset 
writh it in 
VOU 


whole process ol the console busines! 


that when q new console comes Sit 


the beginning. You wind up rebuilding 


engines from the previous generation 


clmost from the ground up. The PlayStation 2 


was recilly the beginning ef that, 


“Previous to that, the game engines weren' 
CIS o They had other siga wrilh 
fitting on the cartridges and all these dillerenl 


things, but the Flavyotation Z really started 
ntroducing more parallel processing and all 






































Co-founder 
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The Quileras only appemed mn 2004's 
Abos-exchusive Strerngers Fererth : 


OF OUR DREAMS. I 
CANT IMAGINE LIVING: 
ANY OTHER WAY 


these that 





other complexities 
boosted the cost ol development and 


really 


caused you to restart, It's like you want to 
e having to write 
the word processor again aire you con write 


write a new novel, but your 


the novel. That's life in the game business.” 
Echoing recent events and his own troubles 
with publishers in the past, Lanning explains 
the frustrations cf trying to maintain the rights 
“While 
keep on * É 
Odemoria E 
doubt, 


where 


to his creation: 
| wanted to 
makirg 

stories, no there's 
price it's reasonable or 
where it's not. Wanting to control 
lhe destiny of your property is a 
dilicult 
Fou 


[IVAI 


thing today. 
dont meet 
CTIEntors 
that actually own 

their intellectual property. You 
hear people talk 


the time, trying to do that, But 


about it all 


the thing is: il you do own you! 
own property then once you 
into 
ota distribution channel there are 
only tive pub thert matter or 





start getting centralisation 





ishers 


something lika that = there's only 
a handful of retail distributors, Lhen 
what happens is they Te no longer really 
incentivised to push your brand. They'a 
rather be pushing their own brand, So that 

started changing in the industry as well, as the 


publishing community started to understand 
























Sliga tectured heavily in the first three Oddworka 


games, and come in meony difierent vonetias. 





the value of brand. 


*box generation 


tully to understand the 


We didn't 


mid-Ninatias, but once we were past 2000 — the 


et 





that in the 


the publishers had come 


valve of intellectual 


property and branding, especially to their Wall 
Street shareholders, 


“So, all things said, 


was the basis tor a lot 


al 


dai 


who began to 


games 
getting more and more and more 


and there's a certain point where 


it's hard to 


o justil 


ar th 


foti 


je elfort, As they 


get more expensive, the terms get 


worse for the people building the 


UUInLES, 


on a 25 


not that 


ÚLIIS 


People 


say Wow, you're 
million dollar game, 
cost that much, but 


there's a lot of that, But il you were 


the one who 


col 


that 25 million 


dollars to build that game, that's 


a tremendous 


on Fou, 


meet qudience 


meet Subliater expectertic 


the problem with the 


tor the 


development 


Com 


comount cf pressure 
to deliver and get it done, 


expectations and 


ns. Bui 
industry, 


rewards have been fewer, 


Infinity 


of who builds 


mountainous lion 


WITA ALL OF 
and the 20-20 nature of 
contemplates the prospect ol revita 


Oddiorid series 


have 


implement, 


conditions, 


that boxed 


says Lanning. 
its 


me 


[) 
= 
E+ 


a) 


these 


2011 
ca number of designs that we'd like to 


munity, 


If you 


share ol the 


and 


progressive.. 


hindsight, 


jus 


think that 


| of their potential growth. 


started 


expensive, 





Ai the hebegiit É his populerihy, 
Abe lound himsell on many 
[alada pe At EEE ES, 


is that the 


look crf 


Wara, ts a pertect example in terms 
the product and who takes the 


e money. 
things in mind 


Lanning 





ising the 


beyond. “We 


qF 
Vy E! 


E was sort of co 


It's finding the right 


identilied 
lapsing... 


| would say collapsing on the Ro not 


necessarily on the big publish 


thing that's realky different today i 


mo 


OL o 


vet. The 


& Fou Cut 


have q better idea of who POLL qudience is if 


Abe's lips were sewmn shut in an attempt to qei him 
to shui vp during hia childhood. 


you'Te going through online. When we sell our 


games on Steam, we can see what country is 


ihe most interested, what time oÉ day they have 
the most activity, what happens in the world that 
. You get to 


couses sales to increase or decrease 


see who is playing your games, and the closer 


Lã 


ou con get to the people playing your games, 
then the better an idea you have for what kinds 
of games 


tag 


to make, and choices to make, that 


your qudience is going to like 
more. 5o those things said, when 
we look at the types of products 
that we would want to launch with 
Oddworid today, they would be o 
a different sort ol classical format, 
rather than the 30- 


VOL Pe do HLTLO] o uniold 


the, here's 
hour story 1 
through an | action-adventure 
gome [ would be something 
lhat's more cf a living ecosystem, 
ând | don't meme thert in terms of 
a natural simulation, but 1 mean 
in terms of q marketplace that 

would allow people to have much 
more custom configuration over their gaming 
experience. When we look at the types ol games 
we d like to build going forward, we want to 
settled into what we see as the new 


ba vem or ro 


landscape, rather than the old one, which was 
just Gullding huge products. 

“Qn the new landscape, you build a smaller 
product, you get it out there, you try to learn 


more from the qudience quickly and then 


you help the qudience have q leedback loop 
with you. It's 
the cudience. 


a more co-creative process with 


tou ses that happening in 
some territories; in Ásia, you see it happening 


EUA th a 
the audience is 


number of online-type games where 
really helping to shape the 
experience. And | think that's more and more 
important as we go into the luture, That's what 
people want — they want more control over what 
they do. So that would be the dillerence. À new 
product with the Oddword label would be born 
in a very different nature.” 

Even in a Halo-centric industry, when every 
other developer and publisher was going right, 
Ddedworid went left with Strangers Wrath, 
critically-praised shooter with a heart and a 
sense cl | NUTS, Curren t W Lai 41 ne k| is trying | te À 
get ahead oí the curve yet again with a social 
networking pletform he and Mckenna have been 
building lor the past lew years, but he leaves 
us with a final message from the Oddworla 
Inhabitents, and one we dont even have to 
“Hhink it's about 
think 


lita is hull of compromises, nd vouTe always 


save 99 Mudokons to unravel, 


dps lis about pursuing dreams, 


evolving. so, whether it looks like voure on top 
of the world or not, its really about adapting to 
what's going on; trying to be innovative, trying 
to stay on top of being creative, and following 
your dreams. We are absolutely still in pursuit 
oi our dreams. | cont imagine living any 


other way 
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ORIGINAL RELEASE 


SEGA S CONGO BONGO 
is hardly the most 
original of arcade games. 
Liberally borrowing its 
gameplay from both Donkey 
Kong and Frogger, and 
using the same isometric r 
perspective as Zaxxon, 
it's the sort of game that 
sought to capitalise on 
popular trends rather 


game, though. All three 
titles à was inspired by 
were fun experiences, 
and Congo Bongo lost 
little of what made those 
games great to begin with. The 
isometric perspective breathed 
new lite into the gameplay, 
basically requiring the player 
to think much more three- 
dimensionally than before, while 
the cartoon presentation brought a 
sense of humour and personality 
rare in other arcade games 
of the time, 

As far as conversions 
went, none ollered 
the arcade-perfect 
experience in its 
entirety, though 
all claimed to, 
with misleading 
statements like "Official 
Arcade Version 
plastered across 
the packaging. The 
Atari 2600 version was one such 
oftender, and though it technically 
pushed the ageing console to its 
limit, the resulting game still paled 
in comparison to the coin-op. 

The most obvious problem is that 
the 2600 was never going to be able 


than create them. That's a difficult to navigate 
not to say it was a bad Es if you've played 


The world's most emborrassing 
console ports under the spotlight 


ZcDexon 1983 Sega 
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to handle the isometric visuals. ae 
Nevertheless, the developers took a 
stab at it anyway. and predictably 
lailed. The first stage does such 
a bad job that it almost comes 
across like an M.C. Escher 
illustration, its unique take 
on 3D perspective only 
confusing the player with 
inconsistent dimensions and 
shading. It's not that 


the coin-op before, 
but new players, we 
imagine, would have had 
Sa noidea howto progress 
through the tangle of 
blocky shapes and fuzzy 
platform sprites. 
Play the second stage, and 
it feels like the developers had 
shrugged their shoulders and given 
in by that point. À less ambitious 
2D perspective is used, making 
the game more playable but less 
faithful, and then... Then, the 
game skips the third 
stage entirely, which 
is a shame, because 
that's arguably the most 
interesting level - a 
unique hippo-dodging 
scene in which the hero 
is prone to falling in traps 
and repeatedly landing 
on his bottom. 

The lourth stage is 
then criminally presented as a non- 
playable animated screen, before 
the game throws the player back to 
the beginning of stage one to play 
everything all over again. So that's 
just two stages — quite poor stages 
at that — for the price of one rather 
expensive Atari cartridge. 
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As well as the confusing attempt at 
isometric visuals, Atari's Congo Bongo 
features an appallinghy drawm ape 
sprite that seems to be more part ol the 
background than it is the game worla. 
The coconuts he throws and the monkeys 
that attack are also a bit odd, ja they re 
ented in a semi-transparent vem, 
RE as a workaround for the 2600's 
nomn-existent sprite-pushing powers. 


Can you tell that those animals are 

supposed to be rhinos, hippos and 

fish? We cam, but then we've played 
the proper game. The rhinos here look 
more like albino piglets to us, while the 
fish look like they've been caught, skinned 
baitered and fried before being throwm 
back into the water. 


the arcade game, stage four 

tê the Fes and Donkey Kong 

styles into one level, culminating in 
the humiliation of the ape antagonist as 
our hero sets fire to his bamboo chair. In 
the Atari version, however, the stage IS not 
playable and features rather crudely 
dravwm animation instead. 








WHAT YOU SHOULD HAVE PLAYED IT ON 


Format: PC Year: 1984 Publisher: Sega Developer: Sega 


port. The PO versior 


pretty good, featuring a 


decent interpretation ot 
the isometric visuals, as 
= stages, but it still looks 
SR Ud!y. If only Sega had 
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icon. We reveal the brilliance of 197/8's Space Invader 
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it doesn't move thr: 
| other 


table de JH isa, 


character. lt never speaks, and barely 


interacts with those around in 
there two loct: TE 


y number ol Marios, 
personality then the 


formation, towards lts iney 
thai 


Sonics or Laras, 


make the space invader « 
First, he has infinitely more 


player avotar, a faceless unnamed con Second, this anonymous, 
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15 with games than cry ol the 
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SO years alter its 
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From T-shirts to skys É XE Is cond street- 


corner graffiti, the invader is the ultimate go-to guy for cepturina the 


idea ol videogame culture in a single, simple image. Qt course, there 


[euro 


were games before Space Invaders, but was there anything belcre 


1978 to mateh the iconic quality ot laitos villkainous alien” The text 


based colossal cave adventures ol university mointrames obviously 


couldn t, while the straight lines and perfect squares oí Fong could 


text. 


“o can the invader's rise be aitributed to just beingi 
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literally mean anything used out c 





| place 


at the night time, simply being among the ti st wave ol recognisable 


That has a lot to do with it, but to credit the little gquy's 


JOINT icons? 


populerrity to timing is untair on 1 the economical yet evocative design. 


Shigeru Miyamoto once famously explained Méd creation of Mario 
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cltord him 





by claiming nological Hroihertion 15 of the time didn't 


lhe powe a mouth adequately, forcing him to add a blocky 
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and body necessitated the use 


mousta instead. Likewise a need to diflerentiate between arms 
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just three 


Nishikado was locing even greater technical challenges 
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character, But years earlier, Space invoders creator 
lomohiro 
making Miyamoto's options look limitless by comparison. 

Measuring just twelve 
pixels in width and eighi 
in height, the invader's 
sprite allowed little room 
create anything ol 


And Teito's 


budget only allowing for 
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detail with 
monochrome displery, 
there were 
[or 
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even fewer 
Nishikado to 
work 


his restrictions, 
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Inspiration was instead taken from HG À 


Works. Speaking to Retro Gamer in cart 
nes as a starting point, 


to influence the design cf the biggest enemy targets in the game. For the 





targets in the midale ci the screen, | modelled them on the image cl a 
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sequels. [he first few 
adding colour and an extra one 
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two underwoter-style enemies. But later gr 


Despite hitting upon a strong theme straight cwery, 
meddle with the space invader design in later 
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| never really got into 
the original Guilty Gear; it 
was solid enough but just 
felt unremarkable to me. 
Really, the game it wented 
to be was waiting tor the 
sequel and PS2 release, 
Though it did add a 
competent, fresh game to 
a stagnating ZD fighter 
market, it didn't start to 
lee! complete till XZ and 
its following sequels. lt 
still remains my favourite 
2D fighter = bizarre that 
in a reignited 2D fighting 
market they hovent been 
able to tum out a fresh 
title for modem consoles. 
lt has one oi the best casts 
of fighting games — add 
Potembin has always been the series' powerhouse fighter together the references 


but his damage output! tn the original game is insane, He to rock and metal in the 
a mobes Congiel's Spinning Piledriver look positively tame... 


F-" 
With its unconventional characters and odd button layout, 
it's easy to ses why many balked at Arc's fighter at the time. 
Complexity has since become a etaple ci the studio's work. 








Now a real force in the beat-em-up field 
it's hard to believe that Arc System Works' 


tentative first steps towards greatness 
happened over a decade ago. We chat to 












































more or less everything on the original Guilty 
Gear - about the birth and rise of a genuine 
contender to Capcoms fighting throne 


+ do Cruilty Gear's odd 
tagline may actually be referencing its 
frankly silly story - in which a cast cof 

impossible characters enter a tournament to prove 








soundtrack and il's a 
winner in my book. 
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their strength before saving the world from the last 





bio-mechanical Gear, Testament and his equally Il have never been very 
good at fighting games 
but with games like Guilty 
Crecr | never really telt like 
t mattered. Even though 
my fighting experience 
normally consists of wildly 
hammering the face 
buttons and sticking my 
tongue out, Guilty Gear 
jogls like a rewarding 
experience; some sort ol 
loud noise or colourful 
animation seems to 
happen regordless of sleill. 


cheap champion, Justice - but its also just as 
good a metaphor for the game's placement in 
lhe fighting scene in general, With 3D fighters 
still aq relative novelty, players were locking to 
the Church Of Polygons md leaving behind the 
simpler world of sprite-based beai-em-ups, but 
Arc's debut fight straddled both worlds. Though 
| stil very much a two-qxis experience, Guilty Gear 
Brc Syste em Wo rs s would go far beyond the complexity of any 
Sp similar fighter that had come belore, adding 
intricacies cnd elements to shame even 
Daisuke Ishiwatari the era's best 3D lighters (not to mention 


Design/Production combos thai made even lekken s ten-strings o o N N I 
— Minister reto) mo hope creci | FIGHTING GAME SHOULD | 14 
É do vok pedestrian) in the hope of reconverting ar 


a few lost souls. And while it might have 

worked to some minor extent, many were BE SOMETHING DIFFICULT 
simply overwhelmed to the point that they 
struggled to get their head around the game 
or wrote it off altogether as trash. 








Dr Baldheod ploys similarly to Faust. In later games 
Are would tenho his quirey move set furiher sttll. mma 






SHADOWMAN 

Ah ves, the series that 
gited us with characters 
like Foust - a crazy doctor 
who wecrs a bog over his 
head wielding a massive 
scalpel! How could you 
hate a series with a 
character like that? 
Cruilty Crear À kept me 
glued to my Dreameast for 
hours. At the time lhe one 
thing that stoõod out to me 
was the game's becutiful 
hi-res graphics. 


Years ahead of its time in terms of mechanics, 
Guilty Gear's system is one that many today still 
don't fully frei rstond. Street Fighter Alpha had built 
upon the perfect foundations of Street Fighter FT and 
added all manner of super cancels, counters, and 
so forth, but Arc took things umpteen stages further 
in one go. Several different flavours of advanced 
guarding, complex ground and aerial strings 
that borrowed fom Darkstalkers and 
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lahiwertari'a influence permeates the entire [MM 
Guilty Gear tranchise, the rock and metal vibe still 
helping the series stand out from ils peers. 


lhe eorly Versus games respectively, double 

jumps, charged special moves, ofi-the-ground 
attacks, air dashes, instant kills... it's little wonder 
that many were so quick to dismiss Guilty Gear's 
brave take on a flagging genre, especially seeing 
as how the game did a pretty terrible job cof 
exploining itsell and why all these leatures were 
so important to the experience. On top of that, the 
lormiliarity of Ryu and kens moveset was nowhere 
to be found, Sol and Ky as close as Arce came to 
olering newcomers any kind of comfort blonket, 
while the likes of skittish Dr Baldhead and írail old- 
timer Eliff would almost be enough to put a casual 
player olí the genre lor life. 


"BACK THEN, THE majority of fignting games 
were trying to appeal more to casual players, and 
oten foiling. So we come to the conclusion that 
the fighting game should be something aifficult,' 
explains Daisuke Ishiwatari, qa mean who pleryed 
cimost as many roles in Guilty Gear s development 

as there are characters in the game. Character 
em design, 


production, voice acting, 


a planning, soundtrack and 
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his name appearing with 








incredible frequency across 
a host cf different creative 
disciplines. “If vou look at 
chess, the movement ol each piece is not so 
imple - it's not something most people will 
be able to pick up immediately. Yet pecpls 
still accept that this is how chess works, 

So 1 don't believe that making games 
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The matches 
pass at a terrific 
rate because 
ot the tearing 
speed the whole 


game moves 

at — normailly a 
good feature of a 
beat-'em-up, but 
Guilty Gear takes 
it wory too tar 


| 


easier has any value. 
When creating a lighting 
tool, we should be making 
something that wall 
satisly users and expand 
the possibilities of the 
game itself." 
Having intentionally 
alienated a qood 
number of prospective 
ploryers by compiling 
tne single most 
confusing fighter of the 
lime, Árcs insistence 
on all things being as 
complex as possible at 
least won it the lavour of both the hordcore and 
those that thought they were. An elitist streak has 
alworys run through gaming culture, and to be able 
to say vou played something so seemingly obtuse as 
Guilty Gear was a badge of hardcore pride. In fact, 
ts pride - and, to a lesser degree, naivety - that 
we hove to thank for the game even coming into 
existence in the first place. “Back then 1 was only 
21, young and quite fearless. 5o 1 thought, looking 
at Street Fighter E, that 1 could create something 
better,” Ishiwatori chuckles. “That was the starting 
point for Guilty Gear. Obviously looking back, it's 


nowhere near Sireet Fighter IL However, the spirit 


of trying to make something better than that actually 
characterised Guilty Gear.” À condid admission 
lor a developer to make perhaps, though as the 
years have rolled by Arc's very own rock star has 
clearly worked on en everimproving portfolio, so 
its only natural he should be critical of the humble 
beginnings of his art. But for all the great fighters 
that there have been, it all keeps coming back to 
just one brand for Ishiwatari. “Ol course, there are 
a lot of Bghting games out there, and we like to try 
and plery all of them to learn their strong points ond 
leatures. 50 in a loose sense, we ve been inspired 


br 


y all other fighters, but directly its only really 
otreet Fighter. 


Ishiwartari, t must be said, would struggle to be 
any more metal. One need only throw his nome into 
Google image search to find plenty oí shots of a 
man who would look more at home on stage melting 
irstboards and faces with Dragonforce them behind 
a monitor working on a videogame. loday he's 
lying the Queen flag, a particulartky nice Night At 
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The Opera tee celebrating his favourite band 
in style. Given the Guilty Gear franchise's 
plentiful references to rock music, we start to 
see where it all comes from. But was this vibe 
a concerted eflort to dillerentiate the game from 
its peers or simply a result of Ishiwatari working 
through hands clenched in permanent devil horns? 
“When you say diflerentiate, il makes it sound 
as il we were making the game to sell more. That's 
not how we were thinking back then,” he recalls. "1 
have alwerys loved rock and metal, and always used 
to think while listening to it that it just worked much 
better as a fighting game soundtrack them the | 
usual style of music. There were a lew gomes 
that were using guitar-based soundtracks but 
none of them had the spirit of rock and 
metal. There was just nobody doing if, so 
| stepped up.” Presumably Crie Ball 
wosnt so big in Jepem, then. Stil, if it & 
sounds like Ishiwatari was pouring a 
little of himself into the game, “It wasn't 
so much injecting a litle of mysell” he W 
laughs. “That geme was mysell.' 


AS EACA ol Ares more recent 
brawlers has done, Guilty Gear 


» WITH GUILTY GEAR and 
indeed pretty much all oí ÁArc's 
fighters sat staunchly at the 
hardcore end of the table, it's 





hardiy surprising that the team 
should see some oÍ the less 
technical beat-em-ups to have 
been released over the years as 
an entirely separate genre. In 
conversation about more recent 


the Emash Bros. 





I WASNT SO MUCH 
INJECTING A LITTLE 
OF MYSELF... THAT 

GAME WAS MYSELF 






fighters, Ishiwatari describes 
Capcom's latest brawler Marvel 
Vs. Capcom 3 as a 'party 
game more than it is a fighter, 
lumping it in with the likes of 


not a derogatory statement, 
however, as he reminds us of 
some of Arc's own work that 
hed put in the same category. 


GUILTY GEAR 


ooo ooo 


mo 


| 1 Ky's rivalry with Gol made them Arc's 

Ryu and Ken, though the tro ploy far more 

ditterenihy than their Capcom counterparis. 
j | | 








impressed with its cast of insanely diverse 
lighters; between the 13 characters that have 
been with us since the very beginning, pretty 
much every style ol play was catered for. Potemkin 
con drink most of your life in just two or three hits 
ond throws, though not being able to dash forces 
him to be played more delensively. Equalky, Milla 's 
speedy hair strikes and the confusing Voldo-esque 
scuttling of Dr Baldheaod (who would go on to 
become Faust in Guilty Gear À) are beiter 
suited to quick-thinking players that know their 
wery around combos, with damage sacrificed 
in the name of high-octane barrages and 
unpredictability Meanwhile, poster boys 
| Sol and Ky sat in the middle cf the 
” two extremes, a decent blend of speed 
end power making them the perteci 
M starting points for anyone just setting 
* out on their Guilty Gear adventure. 






Jhe rockímetal inlluence runs far 
deeper than just the quitars that wreail 
as vou do battle, too - Sol 


“Guilty Gear Isuka was meant 
to be a party game,” he laughs, 
suggesting that the four-plavyer 
fighter might not have tumed 
out quite as the team planned 
the PS2 fighter certainly 
clung rather tenaciously to the 
usual Cruilty Crear tenets for 
something that was apparently 
meant to be more accessible. 


series. It's 
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as is drenched in Queen 

nam E 

amas relerençces, Kys Chaos 


called Ride The 
Lightning after the Metallica 
album of the same name, Axl 
is clearly modeled on his Guns 
N' Roses-fronting namesake, 
and Testament takes his nome 
from the metal band oÍ the 
same name. “The Street Fighter 
characters were so established 
and had already built their 
know-how and skills, so there's 
no wey we could compete on 
the same level,” Ishiwatari 
states. “Instead, we wanted to 
make sure that each character 
had a whole different identity.” 
Crofting lighters so unique and varied 
rather then simply basing the cast on a 


Move is 


variety of martial arts as so many other beat- 
“em-ups had done was a brave move but one 
which Arc managed to pull off. Klff's comicalh 
oversized blade made Siegfried's giamt sword look 
like a toothpick; Mary's huge anchor and penchant 
tor tossing dolphins around made a nice change 
from the usual uppercuts end fireballs; Zato's unique 
phose-shifting attacks and body extensions proved 
a headache initially but improbably useful after 
a little practice, That none of this was explained 
properly (well, at all, really) was unsurprising at 
the time, and made the game seem even more 
hardcore as a result. Even today, only a select lew 
fighters realhy make a point of selling the benefits of 
lheir deeper mechanics, so mastering the unknown 
[elt even more rewarding than it probably should 
heve done. Even the controls were no small hurdle 
for 
usual assortment ol button-based 
punches and kicks. “The button leryout is one cf 
the things that defined the original Guilty Gear” 
comments Ishiwatori. “We wanted to come up 
with something different to other games — it 
needed to be dillerent to other games.” 


lhose accustomed to lhe 





















BEM ARO 5 QUESTto do something different 
culminated in one of its most controversial 
and initiolly confusing decisions: the 
ability to win aq mateh instemtly with a 

single one-hit-kill attack. lIshiwatari is 


Capcom's classic 
torthered the one- 
on-one lighter 

as we know it 
today, inspining 
countless 


developers to 


tollow in its 
Inotsteps. 


TO BE DIFFERENT 


| E May is oetually pretty stondard 
E = compared to mere recent 
qr characters. Fo-po nun Bridget, for 

já — ti actually o dude Sorry 
q ST a 


F A , d 
d 


= dd 
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happy to explain the reasoning behind these 
divisive moves. “Instant kill attacks were initially 
implemented to build tension during the game 
although you may be winning, you could still be 
killed at any moment. That tension was something 
we really wanted to be a strong theme for the 
game,” he tells us, 

The aforementioned lack cf explaination as to 
how these realky worked led many to despise them. 
The CPU likes to pull them out pretty regulerly and, 
while countering them isn't all that tough, you need 
to know what you're doing and be ready for the 
strike — 
game may not know to do, ol course, as Ishiwatari 


something that those unaccustomed to the 


exploains. “When we ported it for the arcade versions, 
it had to change. Tou dont want to put a coin in and 
get killed in two seconds. That wouldn't go 
doum well,” he laughs. 

While these win stil] 


moves 


exist in Árcs games even today, 
their implementation has changed 


tj 


considerably. Guilty Gear's is actually 
among the fairer systems, with either a button 
press or perlect perry triggering a 
pre-kill state, from which each plover 
F con enter q command to attack, 
delend or even steal the other fighter s 
setup for a cheeky win. “That mechanic has 


Guilty Gear's hi- 
res visuals mary 
have impressed, 
but in glorious 
1080p few titles 
con hold a 
condle to the 
slick becuty 

of Blazblue. 


THE 
RIGHTS 


E EVER WONDER WHT 
there hasn't been a prope 
new Guilty Cear game 

in years? The answer is 
that, with Sega Sammy 
publishing most oÍ the later 
CGruilty Gear titles, it appears 
that the publisher picked up 
the nights to the Guilty Gear 
characters somewhere 
along the way. While Arc 
soldigred on, creating new 
series like BlozBlue and 
Bottle Fantasia to fill the 
gap, there's always been a 
leeling that the developer 
and its original fighting 


reunited, Thankfulky, that's 
exactly what happened 

in May of 2011 when Arc 
System Works re-acquired 
the nights from Sega 
Sammy. No new game has 
been announced to date, 
but we'd better everything 
that Ishiwatari is quietly 
working on something 
special right now. 







kV 


| people excited.” 
| 
Ê, k 


Ps | 


E Hosing one person so crectively dominant on q 
project os common in the E-bit qnd even VE-bit 
eras, but tor lese so in the days oi the PlayStation. 


/ 


constantly changed,” Ishiwatari muses. “As things 
progressed, 1 actually considered removing instent 
kill attacks but we kept it in almost as an insurance 
policy to keep fems happy.” Especial in more 
recent games like BlazBlue (where instant kills are 
merely a showboating way to round of : 
a comiortable win), and the most recent 
versions ol Guilty Gear where such 
attacks were telegraphed to the point of 
being useless, it has become less about 
using them and more about just having 
them on hand for a rare and fashy 
show of strength. “We asked a bunch cf 
ployers whether they wanted or needed 
it to story and the resounding answer was 
ves, not because they needed it as part 
of the game's system but because those 
moves characterised and identified each fighter. It's 
something we com use to define the characters and 
the world, and we're constantly searching for the 
pest wecry to implement it. 1 also ties into Japomese 
culture, If you look at most samurai stories, there's 
clworys tele cf a secret attack, so this secret, difficult 
move for each character is just something that gets 
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::* BEHIND THE SCENES GUILTY GEAR 





DAISUKE ISHIWATARI 
lt Goat Polyaocil 


With most of the excitement within the genre at 
the time coming from the spectacle of fighting in 


three dimensions, it's hardly surprising that Guilty 


Gecr had to do something out of the ordincry to 
draw attention from its contemporaries. But rather 
than see the rise of the polygon as 
a threal, Ishiwatari sees lhe two sub- 
genres as separate entities, qnd cones 
that com hoppily coexist. "3D Bohting 
games are just branching off from what 
2D fighters did back in the day,” he tells 
us. “At its most basic, a fighting game 
is still a fighting game. I believe that 2D 
games can learn from 3D games, and 
vice versa.” 

o while many were panicking and 
producing knee-jerk titles that went 3D 
tor no reason and sulfered for it, Arc cleverly pleryed 
to the strengths ol having one lewer dimension to 
worry about. 


HH AND TODAY ARC'S knowledge of its 
preferred genre is almost second to none, years 
ol experience in creating hardeore beat-em-ups 
leading to the studio becoming a household nome. 
But there's still no complacency within the team, 
and Ishiwatan knows that there's some serious 
competition in the fighting field, if perhaps not in 
the same weight class. “Of course, it's not easy to 
compete with the big guys, but the reason we fight 
and the targets are dillerent," he says. He seems 
confident that, while the original Guilty Gear hinted 
at greatness on the hardcore scene, the firm is 
now sitting pretty as reigning champ. “IH you look 
at the hardcore qudience only, Arc is actually much 
stronger than ths big companies. IÉ they want to 
come into our field, they will struggle = we are 

much stronger.” B 
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While the name Jeremy 
Blaustein is perhaps best 
associated with Metal 

(E lcTo iate Johto o foto Bit R=15] 0/5140) 
localisation, he has actually 
been involved with more 
games than you realise 

— many of them significant 
releases such as Shenmue. 
games “ uncovers some 
secrets in the world of 
localisation 


reploced with Konami mascots due to copyright reasons à 








EVEN IF TOUVE not heard the name 

Jeremy Blaustein before, vyouve likely 

played a game he's localised, Zpeng, 
Blaustein's current company, has been involved in 
several recent releases, including Velvet Assassin, 
Chances are you also know of, if not own, the 
retro titles he's translated, most of which are now 
hailed as classics and command high prices. 
Zone Of The Enders on P5S2 felt the influence of 
Blaustein despite him not even being involved, 
Enix's Dragon Quest VII, part of the biggest RPG 
tranchise in Japan, was his responsibility when 
being brought to the West. Fokémon is another 
massive fronchise he had q hand m - at least 
regarding the films and cartoon series. ] 

Asking about this wide range cf work, Blaustein 
comments on the lesser-knowm titles he's been 
involved with throughout his career. “Not 
everything Ive done is known and there's some 
work that Em so proud of | really longed tor people 
to see it. It takes a pretty determined person to 
tind out who translated a game though. À lot of 
times you put your best effort into things which 
dont wind up being major. | 

Konami classics like Snatcher, Symphony Of 
The Night, Meta! Gear Solid and Silent Hill 2 are 
the major titles which made a name for Blaustein, 
but his actual start in gaming was as assistant 
producer at Jaleco USA. 

“After I got out of college around 1991, 
speaking some Japanese, 1 was in Chicago and 
so was Jaleco, My first boss, Howie Rubin, was 
the guy who did the sound for Q"Bert. We had 
this relationship with Jaleco Japan, typical of 
an American subsidiary, where the Japanese 
a company would say: We have these games this 
E” vear; sell them for us! Tha USA 


LISATION 


(TS HR TAS SS y tão real cultural 1Ccorn. Japanese 
Tp RB? wvezxr their hair like that. ; 
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enough credit, but that's wlry ve done my best to get 
his name out there. In those dovys, no tronskator ever 
got credit. Scott wT 


around with it cnio a bit as well” 


was just another market, ond if the Japanese 
teams did anything to adapt the product it 


was minor. | remember Gs uai World 2 on the ote some lurumy stuf! end | played 


Famicom, featuring a ninja or something. Jaleco had Blaustein oversaw 


numerous aspects of the English version, including 


the dialogue recording in Chicago 


him changed into en American Indian, with a spear 


instead ot a staff, and called it Whomp Em. Those and adding the 


days are funny because the thinking was that a in-game phone conversations with himself and other 


Japanese-themed game wasnt cool.” stalí members. 


Blaustein's recollections of the early Nineties Despite being credited on aq large number of 


highlights the innocence of the era. “We would gather Konami tiles, Blaustein was actually a freelonce 


emd look at what the Japemese were ollering us to sell localizer, hoving left after Snatcher. "When 1 


em we ask Japan to at least change Konami and went freelance, it was as CDs were 


a litile 


sign to make it look 


end we'd SD, É 


the graphic Irom a sword to tomahawk? Whel becoming the dominant medium. This allowed much 


cem we do with the package de more focus on text, story plot, dialog — which in turn 


Ei allowed me to stretch my wings with the tremslation.” 
In 1097 


Symphony Of The Night, though he stresses he was 


better? Let's call that rice ball a pizzcl 


Eagerness tor the job also led to the young Blaustein Blaustein was tasked with localising 


nding in big trouble. "One of their games was Bases 







Locded, one oÍ their best series. Jaleco wasn ta huge not responsible for directing the voice acting and 


company, and they werent selling a but Fases was not happy with how it turned out, Asking further 


Loaded sold brought up fascinating revelations. E findi to do « quite 


a hit of research for Symphony Of The Night, since | 


well. The thing thal got me y ed was | 
letter asking tor things to 





tried to write q Japanese 


needed names for the mythica! creatures 
ond items. So | stuck my daughter's name 

E £oa in there with the “Cube of Zoe item. | 
fl CLCt UK call W think E that HF deughter Pery perhaps 


be E Kojima heard the nome for later use 


be changed In the SUITE, But I WELÃOS lik =| 1a PEL ota li ] 






end Id only studied Japcmese for a couple of years. | 


recilly didn' speak Joponese very well and | certainhy 
dicin't know ihe culture, He said 1 cont understand this 


letter! | got really mad, and that was it for Jaleco, But it 
d 









was enough time for me to introduçce them to my twin in the Zone CW The Enders acronym. He woulal 


brother Michael, who started working tor them. Th em eve first heard it on our company vacation 
when | was at Konami in 1994, when she was 


born, 


| was off to graduate school, and eventually Japan 


teaching English. then agein when we worked together 






BY THIS TIME Michael had moved on to Konami 
USA and repaid the favour by arranging an interview 
tor Jeremy at Konami lokvo. “1 got the job at konami 
Japan in 1998, the International Business 
Department and the only foreigner among 1,100 
japanese stat!” 

He was desperate to break into R&D, desigming 
actual games, but found it almost impossible, Às a 
e cker, 


provide text for games, 


| was 





Wiile ct Jaleco Jeremy sor E 
NES games Ike Seiyiuk! World | 
transformed into Whemp Er, ad 
 becouse the perception was that 
e Tponese was uncool, 















asked to 






native English s| though, he was 





For Velvet Assassin, Zpoang 
translated from English into other 
kmguages. Blousteir's company 
works with Sponish, French, lalion, 

Portuguese, Korean, 
Chinese qnd, cf course, Japaneso. 








the dialogue and 
His first official 

work on an English lecalisation was for 
a producer, when he was called in by Y utcako Haruki 
ol Res 1,8 [08 *H Be Devel: RAT na&Ti! h Lo plery the PC E sm —Engin = 


err itino 


o 
A FAMILY BUSINESS 


More Blaustein for your buck 


gags for tiles such as Animaniacs, 









Snatcher as 


CD version and evaluate if it would be suitable for 
porting to the American Sega CD, 
While Blaustein is regarded as symonymous with 


Snatcher ond its pega localisation, he was kKeen 





no point EMA that i was actua ly & [e HC ol Hards who ali ] 


the initicil tremslotion. “1 feel Scott doesn't always get 


A tesh-loced Jeremy (bottom Left) 


at the Koncmá Sports Dery (urdlodeoi) at 
the Tolryo Dome im 1984. 





vou tl 
o: crutiful ano 











Sa. 





” 


n M6GS in 1998. Its unlikely that he runs across the 


tisetnE name £oe in ory of his social cire 





es in Japan, 
so [d imagine that it was named alter my daughter. 
Atterwards came Metal Gear Solid, one cf the 
biggest titles he worked on, end one which garnered 
both the most praise from fans and brought Blaustein 
the most regrets. “1 didn't plery things politically smart, 


but 1 sure p 


spent six months sleving over the script for MGS. The 


ut my heart into that translation.” Blaustein 
game included cn unprecedented amount of qudio 
and video and, since all the video for cut-acenes 
had already been done end could not be reworked, 
Blaustein had to make the English script match each 
character's Lp flap”. 


CONCERN Ea ES the charactel rimas, 


ONE BIG 
“T said to Kojima, if Em going to do the job you're 
giving me, we need to come up with names which are 


dillerent and will have the same foreign quality to q 


Western ear as they do to a native Japanese speaker. 
Because it sounded ridiculous for a character to call 
themselves Decoy Octopus. To the degree that you 
ovie sophisticated, it doesni 


Due 


the names stc avecl, In the end 


con call a James Bond m 
even Teach that level, Kojimeo's insistence, 
Blerustain thinks 
they worked, but perhaps not tor the reasons 
ia intonded. 

Ctherwise everyihing was meticulously 
twecked until he felt it was periect, no matter 
how briei the scene was, | rewrote and 
polished that pio scene in the submersible 
until it glowed, It was chalenging because the 
inverted word de of the Japanese meant 
that the montage graphics were also inverted. 
Ns a lot like esdeinos on a crossword puz 


appreciate how 


zle. Em proud 





of it, though Em not sure people wou 
much work it represenis.” 
Blaustein also researched appropriate military 


jargon, in some cases inventing it, md he toned 
saccharin nature of certain character 


Foms loved t end MGS become à 


down the 
relationships. 
bestseller, but after retranslation back into Japomese 
Integral, Kojima took note of the changes 


“T have 


tor MGS: 


and was not happy. q lot of regrets, because 


Em Jeremy's turin-brother Michel 
(pictured fer right) was a gun-mielding 
bad qui bn Eonarmia Lethal Entescers IL 


, 


















director t for volo-acting. 





— 1 A 
| For Silent HU $ Jerermy reprised 
his role as translator and 


Working alongaside the voice-acting 
crer from Silent Hill 3, 








notable 


vou only get one chance in life. Most 


would be the misunderstanding between me and 
never reclly understood how hard 1 
ct 1 thought he wanted. And he 


Kojima, He 





tried to do exactly w 
got some bad advice about what did happen.” As a 
result, 
instalments, and it affected the way Kojima handled 
“He had very 
lor a direct translation in his next games, 


Blaustein wasn't allowed to work on any further 
the series from then on. high demands 
and he 
increased the numbe! ol people looking over the 
shoulder of the translator. 

MS, along with the PlayStation, also defined a shift 

in industry altitudes for Blaustein. “In my opinion the 
move to CDs and to ars ormounts do pets nei 
SE HE. 
He was 
of Hollyvood movies. For me, the guys that “got 


des Wwasn 1 Pace scan iiad np gameplery. 


all about story and appecrances, like a fan 
gameplay were the ones working on 
Contra, Castlevania, things like tha 
Well-desiçned 2D serolling levels 
were raised to en art form at Konami in 
the 1b-bit era. 

Another game considered Bleusteir's 
best work is Silent Hill where he 

had a role in development. In 

Koncrni s mind it was a game they 
were making tor the foreign market, 
one which was going to do better 
in America, So | was called in as 
a consultemt for the game, 


There's baloney in their slacks. 
Hence the grin. 


B/ 
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JAPAN'S 
BIGGEST 
RPGS 


“PIE 


E BLAUSTEIN HAS BEEN 


TIC d wvith Bome Imporial 
RT | 
RPC luding Fondal Hearts, 
Fa) ] 7 F Ema 1 , 

RC SE Ji LR. WI Fi E, 
HO necris, Lark Ulro i 


ix 5 Lragon Quest VI. 
LA Vi, part ot japan : 
and Bique 


RP 1 
Lhe 


SETISE in rave 
a 


a? Ê ! = 
biggest headache. "No 


so much the tronslaotion, but 
rgerusatonauly. Latrem the 

massive size ot the projeci, 

ever q million words, 1 decided 


“no 


EGIQUar, 


to partner with a friend 


| À lãan 
a bnlharnk soliwar: 
Bo W 


unique online translort 


allowing meony translators to 
aid E TR] ei n[m 4 " 
nork simultongously and ses 
SOC! olhe! wWoTE TElvy 


molntoainino consisten a eim qa 


lha whole game. Bu 


the inevitable technical issues 


aan 
trippe Li It 
nslation, We got 
WETE SOME 


jones, but there 


amd late might 


mis or do 1 


dO Li Ses ab irug 


E With leftover space on the Siuzicher 
dise, Blemestein included o series ol hunmy 
dialogques should you phone him in-game. 
Tou re introduced to his wide Chão, listen to 
Buddy Guy music, and his cot Kiwi turns 
out to be a Snatcher! 


aa 








DDR 
oa na 
Eno 
Ooo na 
once 


E H the English voloe-setins isnt a good 

as you d hope, says Bleustein, Ma becoruse Fl 
was done in Japan and everyone was under 
pressure to do il quickly. 


Did you ask Sumiya-san” She knows about g 
a 
everything thatroccurs in this nei ghborhood 


ns working with the because 


LECTI, 


Lar wanted to hove a conversadon 


WHAT'S SCARIER FOR, 


prior to even cr dia a stor A bi 


and 
wanted to go in, lhey 


would Americans react 


this?" e pers ent 
they 


ted to Enc, 


can we do they 


WITH FANGS 
THAN A ZOMBIE NURSE? 


his uncle is à famous 


directions 


m TR 


El siwy 


arc 
to a baby eating another baby, or whatever. 
a baby 


scarier than a zombie nurse? Because 


Whats scanner lor Americans: 15 


with longs Chinese gourmet chef 


who has written books. He made me a 12-course 


skating on t 
;, and they wanted to, but there 


they knew they were he edges of some 


dangerous themes are Chinese meal for my birthdoy Me and the whole 


SH team ate there - a meal | will never forget.' 
Without doubt 


ve game Bloustein 


some things you can do E Japan that you cant do in 


America, and vice versa. though, the Biggest and most 


SHZ 
TLCIT TETLIVE 


contained a complicated and emotional expensi wos involved with has to 


be 


HO) 


Fans herve Sherunue. "hk was like Shakespearem tragedy, 


the 


which was only hinted at. 


open to much interpretation. 
for 
question ol Angela's abuse, 
“Tean tell with 100 per cent clarity on the subject that il 


of the creators that Angelcr's 


debated if VENDO, buil Blaustein 8 nswered Eno Ur Shenmue Wa do LA ombitious, and it made 


so many mistakes, you could use it as a warning 


about all the werys that vou can go wrong in doing a 
Was alwerys the intention localisation. Ur even a ct me! There was this huge 
sexual] abuse al the hands of 


TI, si Jia stabbed him LO death. That 


nteined meeting: imagine the most hi-tech table, with things 


like a TW 


everyone gathered around like the Knights 


background e: 


In TEU that EMA PÃO if from the centre, 


is in Silent Hill.” We also asked il the 


her fathes and 
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and Yu Suzuki sitting there 


















is why she 
endings were linalised early en in the Round table, 
“Yes, somewhat 
The spec 


not 


a the front and cil] these peopls around 
ss the kick- 


was going to 


ne process, 
But 
of the 


leshed out 


not much, fics him like servants, all to disc 


endings were off ot Shernmue, which be 


fully 
e game ever 


going to be 


until later = they the greatest, most expensi 


were added and out last. em that was 


clic 
a dog and UFO ending. 


thought tor the new syste 


Enow they would be doing 


However, they the “giant killer”. 


“My company at the time, IMagic, wanted 
but didn t get the localisation job because, 
EMA ALSO GAVE Blqustein the chanceto | think, Suzuki had a brother-in-low who 
work clongside tamed konami composer 
guy. His 
His 





had a translation agency - one oÍ 





Akira famagoka. He's a terrific these deals or something. But we got 


lather and 
lather is a brilliont pastry 


uncie are both chels, hired to arraneTo the English voice 


chef And untortunately Suzuki, 





Getting. 











E E There were 108 recrultablo choracters 
uL in Suikoden Il each edth their own unique 
= | parsonaiioy ex ho, manttta tias he qua 
E = a and random NPCs! 
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DO O Recently Jeremy has been working on a 
RR lot of MMORPGs, including en update to 
* the clensaão Uncharied Winters series. 


F Dm 
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' SHU 
O nliné 


Even a localisation 
master can her 






Er 






his off-de 





IN SFITE 
OF the fans 
who call 
Blaustein's 
localisctions 
genius, 


mavgdaliáno 





















E The opening SLY (swimmer delivery vebiclo) scene was nestition several times, ahile the OSP mibtary-jargon used towards its end was invented by Blmustein. 


to oversee the project from Japan, didn't 


lhe arrogance cof it all was 
these 
he 


ACINÉLNO 
wont it done in America. 
beccuse theyr've got all 
in the end, 
to hear any advice about how to do it. We were all 


incredible, people to 


advise them qnd then, didn't waenl 
certain it was q mistake to do al! the voice Tecording 
in Japem. 

The problem was worsened by Shenmue's massive 
Tólyro; OF 
up all the English 


cast. In even all oi Japom, il you gathered 
volce actors n a room, mn 
so bad that 
wouldnt 


cs doing it under 


| you 


ihrew away the ones that sucked lhey 


shouldnt be on any ER herve 


enough people. Everyone involve sa wi 
pressure, as fast as they could . de it. Em telling you, 
scripts were coming in and they were being faxed 
the recording studio 


directly from the translator to 


writk k the TROTE El tl ClOrs FEM Eevel var Lô BB, 
E Rir ain aED BUT DETERMINED to do the 
gibis, Blous 


“o er went to America and | quditicned actors 


tein took some emergency 


vou believe that? There 


enough actors in Jar 


Tor k 1 Cu All WmEren | 


om, cmd there wasnt anyone 


good encugh, end there was this ridiculous 470 million 


budgei, so stuft that | would never have considered | 


». | picked LIT) Lire ) PED ple lr the L IS. 
Meorshall, the other 


was an experianced actress, Debora 


was forced to c 


One was a newcomer Corey ond 1 


E E Sp a rj E 
tcabbai. We 


signed them to a contract emd sent them 


o Japa, 
The first and last time that will ever happen” 

Having been responsible tor enabling the West to 
gaming's biggest and most important 


the Now 
permanently back in Japan, Blaustein is gearing his 


Enjoy some c d 


properties, question is: whats next! 


company 4Zpang for some big projects. WeTe doing 


| FEF 


a lot ot MMORPGs, such as Unchartea Walters, and 


Em branching into iPod applications. Em going to be 


proising him 
as one ol the 
best in the 
business, 
he s reluctant to accept the 
praise unreservedly. “TH I con 
claim responsibility for some 
ol the best stufl, then 
the worst can untortunately be 
laid at my feet too. If you look 
on Youtube, type in 'Shadow 
Hearts Sea Mother, you ll 


some ol 


catch one of my worst faux 
pas, There was this long vocal 
tellimog 
in an old woman s voice. Like, 
bizarrely long — like why would 
anyone record something so 


long? But we had to do it. Tou 


of a story in Japanese, 


a part ol the development team with a vested interest 


in the project. 


While we cont print the nome of Zpongs next 


intended project due to non-disclosure agreements, 


we can conirm that Bliaustein is fighting to bring listen to it and near the end 





about the localisation ol qm exciting Japanese retro 8 like 'Shlooop! aiegaços aU 
art pede know what 1 could have 


title. It 


considered today. 


Ea 


got a unique style that would never be 


done dilferenty, perhaps told 


Few would pony up the money to 


them to move it along faster, 
but it's 


that it was done remotely trom 


localise it, because it would never sell enough units 
my uneven recollection 
o pay for its localisation cost. This is a really well 


stretched deep roots into 


“O 


lovod pisce ol work that has me because we had to add 


lapmese videogame culture. The tact that il it later” 


has never been localised is very sad.” 
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AXELAY SNES [Konami] 1992 


j 


ot-em-ups are infamous for their use of huge end-ot-evel bosses, and they certainly 


between horizontal and vertical scrolling levels, the lotter utilising SNES s Mode 7 
displery to create enormous 3D-effect monstrosities. The greatest oÍ these is easily 


Level 5's lava boss Warler, who is so cool, in ferct, that Konami used his image 
on the game's packaging. Too bad Axeloy is so difficult to plory that few ever 


menoged to find their wery to the end of Level 5, end consequently never got 
to experience this extremely memorable boss for themselves. 


With a sequel due to be released this 
year, we sit down with famed Phantasy 
otar Online creator, Yuji Naka, as well 
as PSO's main designer and 

art director, Satoshi Sakai 


Da É: ec g000 


Forno! Dreamcast, PO 


Coamelube, Xbox 


Publisher; Sega 


Developer Sonic Team 


Tufi Nalea 

Producer 

Satoshi Sakai 

Morin Designer /Art Director 
Takao Miyoshi 

Director 

Fumitaka Shibata 

Sound Director 
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lhe king ol his own word 


and he knows it. He carries himself with the 

relxed, confident attitude of a man who 
leels that tailure is impossible. He is informal and 
passionate, His formal, considered conversational 
style betrarys the fast-and-loose speech cf his Kansai 
heritage. Whether its his fame or sheer natural 
ability, the 45-year old game designer knows how to 
secure the full attention of everyone in the room. It's 
that kind ol leadership he brought to his teams when 
he created the most popular games ever to come 
out oi Sega, the tyro most importemt of which 
are, without a doubt, Sonic fhe Hedgehog 
and Phantasy Star. Both games were so 
successiul that, even in Noka's absence (he 
left the company in 2006), Sega is still trying 
lo replicate their secret formula. 

We meet Noka on the first floor of the main 
building on Bega's campus, located in a 
nondescript and fairly quiet lokyo business 
district. Young employees who never had 
the chance to work with Naka gawk and stare, while 
trying to pretend they didn't notice. Even though he 
doesn't work there any more, Naka carnes himseli 
like he owns the place. The only moment where his 


calm seems to fade is when he's asked to put on a 


visitor's badge. “Does that feel strange?” we ask 


him. “feah. A little, 


We're at Sega to talk about Phantasy Star Online 


he replies with a laugh. 


with Naka and art director Satoshi Sakai. The game 
turns ten years cld this month, end, even though 
we didn't know it at the time ol our 


She always wore something 
red. 


The character customisation 
opiions within PSO were unrivalled 
in the game's time, 

























Tou can still play FSO today, even 
though Sega has stepped supporting it, 





OFFLINE MODE 


While the game was the first online console hit, | 
many players chose to play by themselves and 
never worked with others. 
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Decking out and customizing pour characher 
was the main draw of PSO, There was 
always more loot to find, 
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PHANTASY STAR ONLINE 


E FÓRUM 





THEVULTURE 
Still hove it in my DO 
collection. Even though 
| spent the entire time 
playing à in olíline mode, | 
still managed to get hours 
out of it. Rich, vibrant 
visuals that Sega did so 
well, interesting encugh 
story. Not kidding myself 
that 1 had a clue what | 
was doing with the Mog. 
1 Just ted it all sorts to see 
what would happen. Às for 
the online side? What, on 
dicl-up? With BT's prices? 
PEHE... Fat chance. 


me of my absolute 
lavourite games of all 
time. Phantasy Star Ônline 
was my WOME It gol 
me into online gaming 
property, and 1 spent on 
unheclthy comount of time 
tond a ridiculous amount 
of my mothers money) 
ploying online and oft 
Ive played every single 
teration across all formats 
and reached level 101 ynth 
my RÃcast on Version 2 
even though by that point 
| was using ias a 
glonfied online chat room, 
so would never hove 
reached level 200, 

So many great 
moments, trying to find a 
name that would give me 
a good Section ID and 
ultimately à quod drop 
rate, exchanging items, 
weapons and Maogs in 
order to give my character 
the appearance | wanted 
itto have, and trying to 
avoid hackers at all cost to 
prevent having to restart 
yet another character. 
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PS0's lobbies doubled as chat rooms and 
eventually became mare popular than the 
main questa. 

































interview, Sega was preparing to shut down 
the last servers for the original Phantasy Star 
PSO: Blue Burst as the PU version is 


after YES of EXpUNSIOr púc ks. 


line — or 
now called 

Sakai ond Naka's involvement with the game's 
original incornation ended years ago, md Sega 
is now a very different company then it was during 
its lime as a hardware manufacturer. At that 
times, even before production work had begun on 
PSO, Naka's team was split into three alter the 
completion of Sonic Adventure. One group focused 
sushing the graphical capabilities of 
the Dreamcast to their limits, cnother looked into 
online game, and 


SOLEIY OM 


the third 


the possibility oÍ 
worked on various projects that would 
eventuolly lead to the creation oi Chu 
Chu Rocket, “Everyone was spread oul 
doing their own thing in the studio," 
says Naka. But, eventually, these three 
teams came together for Phantasy 


Star Online. 


NOT THAT THEY had much 


choice. “Nord came from the top thal 


we had to make em online game,” said 
Naka. At the time, Sega was headed 
by Isao Okawa, who declared that 2000 would be 
the year of the network game. Unlortunately 
the teams were spread pretty thin at 
that point. “The Sakura Wars team had 
to keep making Sakura Wes, the 
Jet Set Radio team had to 
do Jet Set Radio. 
Everybody 
was h opin g 
somebody else would do it.” Despite the fact that 
wasnt the best fit for the project 


to Naka's team. Noi 


Obkowa 


Sonic Tear 
Okawa gave the responsibility 
everyone was thriled, but as Naka put it, 
had a clear vision oi the future.” 


” | E H AD 
tavin Alive 
Feeling nostalgic? Turns out, with 

PSO, you can go home again 


> Sega finalky ended support 
tor the Japanese version of 
Phantasy Star Online: Blue 
Burst on 27 December 2010, 
alter nearly ten years of 
continuous service. But fans 
outside of Japan faced exile 
irom PSO much earlier, and 
come up with a workaround 
that should allow Japanese 
players (as well as anyone 
else) to continue enjoving the 
game. The most hardcore 


E 


Phantasy Star Online devotees | home 
created unofficial servers to 
host their games, and even 

at this very moment, there 

are players around the world 
still playing PSO on their 
Dreameoasts, Gamecubes, and 
PCs. Want to give it a shot? 
Simply visit http:wwreschiserv. 
com to check it out. While its 
online access isnt as user- 
iriendly as it was in the old 
derys, it's still just as fun. 





Desiqner/Art Director 





infammatian reger connect! devnbmad 


There was just one issue: nobody knew what online 
geming meant in 2000. While PC online gaming had 
been around for decades, and truly exploded in the 
mid-Nineties, the PC-free games culture of Japan had 
never shown much interest. Not only did the tea 
heve to create a new genre, it had to sell online 
gaming to a country ol console « gamers. h wasn't 
going to be an easy sell, given that the intemet 
service providers in lapan ch CITE ed a per-m unute 
tee for dial-up, and broadband was almost unhearc 
of at the time. According to Sakai, Okewa showe d 
the courage ol his connections by bundling a year 5 
worth of internet access free with each Dreamcast. 
In the end, cost Sega nothing, because Qkowa 
paicl tor it from his own pocket, Naka 
suggests that the chairman fel tha 
strongly albout it, it reclby was going to 
be the next big thing. 

Nakcr knew he had to make en online 
but what did that mean? How 


online? How do 


game, 
do you play a game 
you communicate? How 
the story? What did the phrase 'online 


game” mean in 2000? "Cheap graphics,” 


do you relay 


he replies. Stark and boring visuals 
rere associated with online games at 
s the case. That's why | 


the time. “Even today. Hhert': 


had my graphics team and online team separate, 
but I decided to combine their skills into one game 
and have both graphics end online together.” The 


combination would eventually prove to be nearly 
unstoppable, but that wasn't a lorgone conclusion. 
the game was to use all the power ol the Dreamcast, 
he needed his art team behind him. That's where 
Sakoi come in, 

At the time, the game was 
World, Though the team was o 


li atmosphere, no one ah of associating it with 


uming to create a sci- 


the long-dormant Phantasy Star series, which hadn't 
seen a release since the Mega Drive era. According 
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simply called Third 












WHAT 
THEY 
SAID... 


Em toRTen dica apr “OUNVELHO | 


I you ve never 
experienced 
online gaming, 
prepare to 
have your world 
rocked and 
your social 

lite stripped 
arwcry. Phantasy 
otar Online 

is dangerous, 
addictive, 

and the most 
engrossing RPG 
the Dreamcast 
has to oller 


















to Sakai, “T knew itwould be 3D andit couldn't 
look cheap. | wanted to do sci-f fantasy. That, 
with the freedom cf online gameplay, worked 
together. It had a comie-like look to it at first, 

but we couldn't show off our realistic art like 


that. 5o we made it more realistic.” When creating 
concept art tor the game, Sakai drew a dragon end, 
rien Naka sow the image, something clicked, The 


Third World became Phantasy Star Online. 


à SIMPLE IDEA, a name, and 
art dont form a game. Naka needed 
to figure out how the gameplay would 
work, ond was in a position that very 


some concepi 


lew game makers ever find themselves: 
he was doing something completely 
unlike what any ol his peers had ever 
Weslem todery 


done. While 


otten look at the 


Gamers 
online components 
that come out of Japanese games md 
infer that online-plery isnt important in 
lapan, in 2000 it was non-existent. Naka 
had to look his 


outside his own country 
for inspiration, something that, until quite 


Producer 


recently, 
no Japanese game maker would ever do = or at 
least admit to. In 2000, there were really only three 
Rigs names in online RPGs: Ultima, Everquest, and 


Diablo. And it was the latter loot-gathering classic 


Ni mola serve as inspiration for PSO. 


jablo had impressed Naka because the 
surprised him on not 


2 game 
just a gameplay level, bul 

technical one as well, “The biggest issue writh online 
games was memory, They require a lot of it, and the 


graphics sulfer as a result. | was impressed with 


Pioneer 2 departed after 
Pioneer 1 confirmed that Ragol 
was suitable for colonization. 





ssstittiss: BEHIND THE SCENES PHANTASY STAR ONLINE: 


Though laved by online gamera, 
PSO drove a wedge through Phantasy Star 
ans eho larmented the loss of the original 


single-ploper RAG series. 












how smooth the gameplay of Diablo was, 
but it was a 2D game. We wanted a game 


with Dreameast graphics and the same level 
of gameplay as Diablo.” k also helped that the 


main programmer on the game was em addict of 


Blizzard's 


loot-whoring masterpiece. 

Ten years on, its easy to look back 
ond see the gameplay connections 
between FSO and Diablo, but very lew 
critics pointed it out at the time. Port 
oi the reason was the lock of cverlap 
between the console-locused qudience 
oi PSOQ and the Pl 
Diablo audience. lhe 
pleyed a role; PSO looked nothing like 


quan re-fi Ejd used 


graphics also 


Liabio and the inspiration drawmn irem 


anical. PSO's artistic 





it was purely mec 
direction came from somewhere else, 
The freedom available to Sega teams during 
the Dreamcast era is hard to imagine in today's 
stricter, higher-stakes environment, Teams were lefi 
with little supervision, to create the kind of gomes 
they wanted to make, It pre duced some of the all 
time classics of the console, including Jet Set Radio, 
Space Channel Send F hantasy Star Ônlino. 
Sakoi's art team was also free. Most of the stoif 
from Phantasy Star IV had lek Sega by the time 
P5SO production was underway. With the sense that 


3D was a new start for videogame 
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obligation to adhere 


set down in the game's 16-bit 


| art, the team felt little 
to the style 
ep o hordas Star has changed from 
Cond E might have 
been similar, but the designers had a lot cf freedom. 
| | We haod only the fixed image of sci-fi RPG," says 
| | Sakcoi. What little inluence that was apparent came 
in the name of enemy and item names. Naka and 
palco beleved that too memy things were diflerent to 
cllow more influence. The platform, graphics, even 
genre (action-RPG versus RPG, a distinction that's 
very clear to Naka) was different. 
Sa kaoi olten mentions freedom within P5O ilsell. 
For him, everything came together in just the right 
way. lhe game had the 


right combination oÍ setting, 
art, cnc gomeplory to give the pleryer an unpare 


game to game with each title. | 


leled 
| sense ol freedom. Players were free to explore as 
they sow fit, ond Sakai claims that the game's art 

ana sci-fi fantasy setting only work to heighten this 

um sensation. By the time production finished, the team 

pan thor felt that they had created something truly new and 
| original, [hey were quite proud cfit, but they had no 

wery of knowing how the public would react. The free 
internet included with the ae thanks to Okenra, 
but th 
weren't all IDO per cent seara Sega wasn't too 





would certainly move sales in Japan, ey 
concerned with sales abroad, At the time, riso 
publishers made games for Japan, and any sales on 
top cf the domestic ones were just a bonus. 

AS IT TURNED out, they needn't have 
worried; the game sold almost exactly as 
units as Sega was expecting. Naka 
was actually a litte disappointed by this: "To 


SMA 4 memy 


be honest, 1 wanted the game to sell a little 
more. But actually we sold as much as we 
could handle. Alter release, the server load 
Any more and the game 
Naka's 
comes out as he talks about the game s periormance. 
Despite 
he still doesnt seem satisfied, even ten years on. 
“The team probably didn t horve the right knowledge, 

because everything was new them. There 


was borderline. 


would have crashed. s perfectionism 
























selling well and winning numerous awards, 


were provider pi ua as well. In Hiroshima 
and Okeyvoama the network didnt work right 
end they had to investigate these new kinos cl 
problems. It was stresstul. 
Nako's exacting expectations ol himselí aside, 
the game sold miraculously well in qn era 
where console meant olline gaming almost by 
definition, and the fam base that it 


created was perhaps the most 


A, World Of 





tervent and rabid u 
Warcraft came dio: That, 
if nothing else, pleased 
ond surprised Naka. “We 
on the development team 
were surprised. Onginally, we 
aimed to oller twenty days cf 
gameplay. So we gave the firs 
month free. No one cared thai the 
free trial was only a month; they 


kept on playing. Twenty days was 
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With only four stages in total, 
PSO could become a little dull but 
the levelling and random loot kept 
people plering, regardiess. 


AS WE COULD HANDLE. 


THE SERVER LOAD 





F 


the target for one character. Feople made 


multiple characters and started over.” 

The game pleased criticas as well. PSO took 
nome 17? cwards, including top honours at the 
japanese Game Awards. Unlortunately, the game s 
chief champion Ckowa didn't live to see the game 
win. While PSO was in production, Okerwe was 
in poor health, and he was hospitalised by the 


time the game was released. Naka said, IL was 
making reports and sending pictures to the hospital, 


cut Okawa was probably too sick to see them, 


Three davs aíter he died, PSO won the japan 


Game Award." 


DESPITE ALL 
their Diggest 


THE acclaim and the loss ol 
supporter, the team received no break. 
They went to work maintaining the overworked 
PESO while working a gruelling schedule 
that enabled them to release Phantasy Stur Ôniine 


Version 2 in less than six months. Work on PSO 


SETVErs, 


] ] E 
never really stopped. The game was ported to 
the PC, GameCube, and Xbox. Even alter those 
versions shut down los well as the recta 


version), Sega was pouring work and resources 
into P5SO until December of 2010, when it finally 
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Loot was the real heart of the game, E 
From boved items to enemy drops, lhere 
| ; 


was always q better piece of kit to get, 


J É 


shut dowm the last servers for the final iteration on 
PO. On top of building up the original game, Sega 
expoanded the franchise to include Phantasy Star 
Portable for the PSE Phantasy Star Zero for DS, 
ond the criticolly panned Pi Star Universe on 
Xbox 360 and PC. 

The series has struggled to live up to the legacy o 


lhe original game. While Sega was busy trying to lop 
PSO, Capcom stole ita thunder by taking the formula 
ond adapting it into Monster Hunter. For various 


cultural reasons, the ad hoc gameplay of Monster 
Hunter on PSP proved to be jm more popular in 
Jepen than online could ever hope to be. By the time 
Sega reqlisea the night direction to take the series, 
itwas too late and Phantasy Star was stuck plorying 
catch-up to Monster Hunter. Àt the some time, the 
PSP Phantasy Star games have y failed to ecrptura the 
and Sega is incredibly 


SLOAN 


attention oÍ the West, 


to localise and release them, lt seems that only the 


+ 








hardcore fans, who created their own private PSO 


servers alter the game was shut down, are keeping 
the series alive, 

Now no longer working at Sega and heading his 
ently working on Rodea 


The Sky Soldier and Family Fishing for Wi 


own studio at Prope — cur! 
Naka 
doesn't seem to mind the series' fortunes, as long 
as the game's lons inibe what he Melia 
5 the game creator, Dicblo inluenced us and we 
wanted to create something better. Em happy to 
what we did end work with it, I'm 
the kind ol creator who wants to do something first, 
lí | do something cmd others follow, Em heppy. 
there was no PSO, Monster Hunter wouldnt have 
come out. 1 feel Im lucky. You have to be lhere 
in the right place at the right time. For the younger 


see others take 


generation it's ahllicult, there s so much out there 
alre: ly. 
that first, ' 


[was lucky to have the chance to do 
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PHANTASY STAR ONLINE 


Hog Happys were lhe Slimes 
of Phontasy Star Online - cute. | 
uncholengtna foes the were 
Lester múned for merchandise, 
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THE COST OF FALURE 


WAS tia 
THAT SOME RISKS 
WERE ACCEPTRBLE: 
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direct in its commentary on industrial 


about plumbers, but not without 


including special powers, unrest at the time. The games, created ly 


princesses to rescue and an abundance Peter Harrap, ieatured union leader Arthui 


of magic mushrooms. And Night Shift Scargil, flying pickets and a mole. The first 


was mn interesting game based in a in the series, Wonisao: Monty Mole NCIS 





lactory albeit one that produced Star trenaily topical, end drew inspiraton trom games were eilher viewed lor lhe personal eitect they 
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the scale of social commentary. But officer Although it started with the idea of a ai abração qnd some would arque the same is true today in 


and conscious moves to 





jevelo pers m the UK prece unciraia platform Ei starring à mole, the miners emphasise the dark side of many quarters there is certainhy more interest in tne 
to make reference to real lite in the S-bil strike kicked off in 1984 and Harrap decided war in Cannon Fodder laft Dusiness S196 04 qermind among meainstrecm journciists 
home computer era, and put their owm to tap into the strong feelings of the time the game's programmers them there is in lhe business side of film, for example. 
slont on procesdinas. The graphics mery by introducing lying pickets. Belore long, it with a powertul title. k É games today cannot hold similar messages, then 


is perhaps remembered 

starkly for the ironic lyrics 
of its theme tuna War has À 
never been so much tun, : CaOtalys 
the key words of which are meant that Gremilin actually dared to approach lha lack of criticism toward FR 
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were sometimes much closer. Monty Python in nature. more with à limited public acceptance ol gumes as a 


UK developers had no issue with making games In the come, Monty was breaking picket lines t t for social commentary due to 


about sometl ing as inherently wi rking class as mining. obtain cool from a fictional mine that was held in 


The dangers ol the Ei were starkly shown even in secret by Scargil, who incidentally appeared as a Go up to your brother, kill such a contentous real-life issue, whereas But this didnt deter developers 
Menic Miner in which gamers had to guide Willy grotesque caricature on a a ng screen, The game him with your gun. today major publishers would shy every from rom making such gomes. In Brito 





seia a bit like the | similar social and political plunge 
j | , : | | sis of the po Ed d E % nie Dil d dd | milita ma Eai 
to the suriace with ao levels depleting. Created the National Union Ui Rag o depicting him music hall song "Two Litile | think in general, games and the creators 
by Matthew omith, who was based in a Merseyside with a lorge nose and thinning hair. The final screen E ; Boys', and prompts the of games were bound to incorporate many 
ing showed King Arthur” sitting on his throne, and flving player to ask whether it elements ol the culture they are created within, 
that a miner was a central character given the impacl ar were seen as the enemy. Às lor Monty Mole, he would be right to shoot as with any media," says Phil Carlisle, q 
someone, who could well 
have been your brother ; a 
] | the Elgqhies, programmers were very 
if you had been bom in n the sal pr Elitotêm a sr 
a different place, without much experimen ; with what games could 
considering his humanity. be qnd it was gol made up of individual: 
The answer is, Of course, rather then huge teams. The cost of making a 
that it is right if he and his 
mates are about to shoot Ea 1H 4 | E 
a with many dilerent themes, each one being 
you or your loved ones, rito FEVAII ) ETe! Em ach om oelr ] 
says Hare. “But where does cceceptablo if it was new cr interesting. The 
it stop? Why do so many cost of fúilure was low enough that some risks 
people need to die before were acceptable and it meant games thai 
as mugly by we decide to call it a day?” 
Ee orturo dry Gr er ad The included a list | 
could be made. | Ha economic climate ol the country approach and tfresdom o! publishing in the Its | rry O af Pirro SA SS idiaco dt of programmers could be made.' 
with its haves and hove-nots was more apparent the end of each level, some 
thom ever before ond it prompted of whom you grew to care A GOOD EAAMPLE ol this is Urban | 
about deeply and a lot of Upstart. A Spectrum and Commodore 64 tem | and the cost ot duplicating games on cartridge 
others, mostly privates, 
whose passing you didn't | a | 
town called ocarthorpe. li was an ugly-sounding meant 1 was harder to get a game publishec arc 
E EN own ca | Scarthor wa n ugl peing À vas ha 7 B Jum Pla] 1 cmd 
battle, their only reward suburban dive rocked by unemployment and a high publishers were less likely to take a risk. 
being their name scrolling crime rate, At %am, the main character decides to llee Mather thom centre games around mundeme 
by for tive seconds, a 16- this demoralising mess, and that's where the player domestic RRiDaa America ond Japan would concentrate 
RR A comes in. In typifving a poverty-stricken inner city area on wider, global problems. The 1980s game Haid Over 
increment of one in the 


| Bwrery column. | a Es a 
| “This was an echo the eagle-eye nature of a police force being kept on and brought to Britain by Birmingham publisher U.S. 
of the names we now Í 
see engraved on War in thet the only Wery to tum lives around would he which eis v Ery gnuch in full : ne at the time. Ploryers 
Memorials all over Great to abandon the area and leave it to rot in its own assumed the role cl a is space pilot bidding to 
Britain and across much of Ri sArs ca ; : 
Europe, in ry ol all of attendant problems, prevent a hat-trick oi Soviet attacks on America before 
the people who died In the Ana vet lhe reviews dl the time tuiled to get to going to Moscow to 'EÍTOY the city = 
two great wars of the last grios wilh this message, highlighting the naivety 
century, * says Hare. | ol qgamndg jour alists, who were mostly 


recruited straight out ol school or even 


through a Ilrustrating series ol underground caverns appeared LO pobe fun at Scargil, the then-president ol publishers showed a real e vila 





lor new soltware, and would leap on 
even the most obscure ol themes, 


racked wath high nad it WOs INnteres quickly duplicating IIpEs ITC tushing 


them into the ic In America and 
of the closure o! cocl mines and other hecrvy industry, had to battle through such emnovances to bect Arthur 


lacturer in games at the University ot Bolton, japan by contrast, there was ci greater 


ema it showed a sensitivity to the working man, Als: in his castla. The secret ballot papers could then is ol consoles (although the 





intriguing is the wcry Jet Set Willy commented on the be collected, but Monty had to put up with ÁArthui Commodore 64 was q top US seller) 
ocic! enc economic change taking place during the personal bodyquards first, 

| 9805. This seque! scrw the central character living Ea 
high lite Rar by the lucrative E of his egrlies IN THE SEQUEL Monty On fhe Kun the main game was smallei Mud you could experiment 
coventure, md fitted in well with the emerging vuppie, character was imprisoned and players had to help 
Loadsamoney ethos, him escape in what was a two-lingered gesture to the 


That the game was developed on that most British quthorities ma q commentary on the social impact 





ol horne computers, he spectrum, was no accident. 1 o! the police tactics within Britain ct that time. The 


was a hub oi creativity due to the ease in which gomes important thing to remember is that the gung-m drew on the social and economic experience 






























some programmers to base 
games on what they knew adventure, the game was set in a fctional British | and the laboriôus process ol producing them 
and saw around them. lhe 
ease with which coders had 
access to development and 
publishing on these shores 
in comparison to America end 
FR also allowed for | [err recta ol th mi rt A !! included tí ar hooligans, hiahlight=d hi 1SCOW Os written li AIRE MAS E ACCESS Sottware 
diversity of socio-economic themes. 
The Monty series of gumes also toes and encapsulated a feeling ol helplessness Gola, tapping into the poremeia of the Cold War, 


reteré nced NTLETE, but WAS PMRMROTS 





vounger at the time. By concentrating 
on the gameplay ol Urban Upstart, 
most revewers seemea not to credil 
the crectors ol the qeIme walth pursuing 
ither cn overt or covert agenda, 


lt was seen from a perspective 
[hj papai DEI ana dq procuct 
intended to make money. 
[here was no discussion 

over any molive o! 


purpose beyond thai; 
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nuclear facility The game's valicdity 




























was widely questiona mel cill, ne 
USSA wos the ENESTIV end here was a game 


advocatinog an attack - and it even went as 
parliament debating whether the game should 


The creators ol Had Cver Moscow doubt 
that the game would have been written in 


Britain. Indeed, programmer Dowid | Anderson Hondo Cher Moscow was not qn isolated 


says he was told by managers that such case. fjock, made in 1986, explored 


= E 8 = ce Re E ad E 1 | Sã qo id, iq, E — che re a] tits uebeda) e = 
a subject would be taboo in the UK where terrorism. Wosteloma, from 1988, was th 


q 


there was a real teor ot the Soviet Union nrst true post-crpocalyptic RH +, commenting 


f 


1t was explained to me that Bruce Carvel o the state ol humanity, MollLE arguably 


(the coder who came up with the idea tor displaved aq model oi capitalism whel 


E a ==, e | uy — - — um, =., A a ue, — o e e =, - La = ” or | = qu e, pum, ey Es = 
ha gome) was from ao part of America pecomno nen nvarniabiy leo to d coLony 


d 


where they'd been programmed by the being largely destroved as a social unit. 


And there were titles like Sid Merer's brst 


RM do; 
nro a F a ra mar tr queira | 
Cr GQqUme, JÃLO Commander m wc 


COTMINUMiSMn, DE Tre | ney EMA (hey Were 
guliciently remote from it all that they realhy 


1 TET 
PUTO CONtTouEd NVEBLEeTT: EUToO net 


+] ni 11 do , a - fe me = = a - 
had no fear of invasion. armies against the Soviet-controlled East, 





He odds: “k wos à social commentarv 


and were encouraged to think politically 


about the Cold War gripping the world al 


on the times, but it reilected on tha Us ma 
not Europe or the UK in terms cf the origination ol the time of its release in 1984 

the game. But I think people bought it because they 

could see it as a gome and fantasy fun. Of course, [| UR developers did touch global politics, il 
Eighlies games were not realistic like today 's games was almost alweys with humour. The game Spitting 
Blowing up the Kremlin in Hed Crer Moscow could Image was a version ol the popular TIV late-nighi 
got be related to violence in that sense, puppet-led satirical show. It was released at the tail 
end of the decade in 1989, and it referenced Margarel 
Thatcher, Ronald Reagen, Mikhail Gorbachey, Pops 


John Poul 0 Avoxtolah Khomeini and PW Betha, 


nP 
) 





But instead of making a bold statement, it mere 
nvolved them in a beat“em-up under the watchiul 
eve ol The Queen 


“Most political games were probably naive at best, 


E MARGARET THATCHER MAY have been : Damocles, which was the second 
one of the most powertul and influential : Mercenary game, also included references 

prime ministers Britain has ever had, : to Thatcher, The president of the planet game's coder, Carleton Handley. “Games back then 
but she wasn't the most popular. And ' Eris was named Margaret. Additionally, were considered to be for kids, cmd were written by 
THIS W in videogames she was an easy target, there is a bank called Lawson Bank people not much older than the kids they were aimed 
to the point where satire ond libel trod | inamed alter the British chancellor from E [fan Reese ar ES DS dr Dog Dr Pega 
a fine line. The text adventure Denis : 1983 to 1989, Nigel Lawson). Thatcher aaa TO a o a nb Nei ir 
Through The Drinking Gloss poked funat |: was a frequent character in games, often 


4 


1 1 1 dr 1 
but the point is that some were being made,” says the 


There was a qame based on Charles cna Dis baby 


Thatcher's husband. Denis had to escape |; represented as a tyrant. Subsequent PMs called Di s Baby. That was the sort of thing we got. 
from his wife, fuelling his journey with : John Major, Tony Blair, Gordon Brown and Even in the early 1990s, however, there were solid 


copious amounts of alcohol. David Cameron must feel rather left out. 


examples of programmers being unatroid to assume 


a stance but, as in the USA, domestic issues were 
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taking à back sect to the global. 
sSensible soltwares  Connon 


Fodaer ended up being a social 

comment on war and came in the 
wake of the Gulf War when conflict 
was qt the ioreiront ol evervone s 
minds. But that game actually started 


very dilferently. 


FE e . ” = o E O | a Er . - e o] 
According to creator Jon Hare, it wa: 





| originally intended to be em experimenta 


ar=8 k 4 | 


pote o COMTO. dq engan OL CASTACiaTE 


1 rj a E) [ E E] 
ana iné old noilioo derme Dy Led odiiwele pull 


once the controls were established, we started to add 
the basic weapons and then basic enemies and basic 


boackgrour 1 elements until LJ clegi agendar er Wal 


CITIES started to eme! E 3. he STys 


It was only at this point that Sensible 


ooditwaro started to even consider social 


inNecrcvestones 


commentarvelementssuchas ] 
on the hill, which initially emerged, togethe! 
with the Home and Away score, as something 


to Bl the screen. “Wa quickly decided 


to make the graves bigaer depending 
upon the grade cl the dead soldier 
in true gaming fashion. Nexi come 
the naming ot the soldiers to try 
to individualizse them, alter that 


come the qwording of grades 





di the end ol every mission 


EE nina a=a 
0 na 





dremving initial inspiration from Gaunitel 






| WA 


TRIKING OUT 


no Los DETECTED 


qnd only then tnally 
came the list ot all the 
dead soldiers, which 


jnitially was little more 





qn an afterthought to 
tack onto th 1d ot the medo! 
ceremonyv. Only at this stage did 


we reglise we hod à compelling social 
| 


ommentary, which we consciously reiniorced 
) 


by forcing the plaver to watch all the dead names 
scroll up before he could click to move on to the 
next level, 

With games now pleved by millons o! peopl 
voung and old, it remains a notural medium through 
which society con start to address some really 
difficult domestic issues. But on q commercial level 
for such games. The attitude ct objectively cutting 


straight to the chase irrespective ol who we mighi 









ni RAT RARAS TS SAM CAUTI Os every level 


MEFL ai ] 3 eder 
vynetner (not val aner qiren ne current 


nejgnienea pp DR PLS PIO SUUQUON 
WINATE Cs amd conticis combine, to 


push people into action and into wanting 
a say really does remain to be seen 
Commercialy however, we mar have 
already seen the birth and death of 
mainstream commentary games, and if 
that is the case then weTe much 


the poorer tor it 
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DI PAIS 
Format: 

Atari 28600 
Tear: 19893 
Publisher: 
Ralston Purina 
Developer: 
spectravision 
Expect to pay: 
£o0-£IOU 





The box has a fail 
finish that scults easily, Finding 
a pristine copy will be tricky. 





The cortridee is the 
easiest part to find but you'll 
struggle to locate a manual. 


= 


Your 
monthly 
guide to the 
rarest retro 
treasures 


THE INFAMOUS Chase The 

Chuck Wagon has the dubious 
honour of being one of the earliest 
games made to promote a product 
outside the world oÍ videogames. 
Thought up by American company 
Ralston Purina, it was designed to 
promote Chuck Wagon dog food 
and was given away free to those 
who saved vouchers írom the food s 
packaging. Untortunately for Ralston 
Purina, dog food wasn't something 
that many children of the Eighties 
bothered to buy and few parents paid 
the packaging enough attention to 
even realise they could ear a free 
game. Consequently, very few copies 
oÍl the cortridge were ever sent out of 
the Ralston Purina warehouse and 
those that remained were destroved 
some time around the late-Eighties. 
Over two decades later, the game 
has become one oí the most well- 
known collectables in Atari history, 
and though it is by no means the 
rarest it still commands high prices 
because oÍ its infamy. It is now 

so synonymous with videogame 
collecting that the phrase chasing 
the chuck wagon' has actually 
become a metaphor for hunting down 
any rare game, and there is even a 
retro-game quction site that goes by 
the same name. 





JUST ÀS Chase The Chuck 
Wagon 's status as the rarest 
game on VCS is far from true, 
its reputation as one of the 
least plavable has also been 
blown out of proportion. It's a 
poor game, sure, but if is by no 
means the worst. Though the title 
suggests some sort ol chase, the 
titular Chuck Wagon is actually 
stationary throughout the game 
and, as Chuckie the dog-food 
mascot, you must run through a 
maze to reach the wogon. Like 
its obvious influence, Pac-Man, 
there are some obstacles in the 
maze. One is a life-removing 
dogcatcher and the other is a 
bouncing object that temporarily 


ireezes Chuckie if they collide. 
Fail to reach the wagon within 
the time limit and Chuckie will 
inexplicably explode. 

Though Chase The Chuck 
Wagon starts as a fairly decent 
score-attack maze game, it 
eventually becomes unplayable., 
As the levels progress, the 
bouncing object becomes so fast, 
and its freezing powers so potent 
that it can freeze Chuckie on the 
spot then bounce back and freeze 
him again before the first has 
worn off. Chuckie is left helpless 
cs you watch the timer slowly 
count to zero and start to wish 
vou hadnt spent a week s wages 
on the game. 
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publishing.co-uk 
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Name: Stefan Hall 
Occupation: Professor of Media Studies 


1 got back into Atari in 1993, when | was taking a cross 
country trip in my car. Somewhere out in Kansas | 
stopped ofl at a garage sale nd found a 2600 complete 
in the box and remembered how much fun the games 
were. | still had my old cartridges in a drewer, 80 

| decided to start assembling a collection, A year 

later, the internet was starting to come together as a 
communication tool, and | found several newsgroups 
devoted to collecting. That's when [heard aboul Chase 


The Chuck Wagon and its lagendary status, 


| had several opportunities to purchase the loose 
cortridge, But held out for a boxed copy. In summer 
2J0S, | noticed cne in cm eBery lot with an Atori 2600 and 
13 other titles. [ cictually wasn't the high bidder, but the 
winner wound up backing out and the seller sent me the 


second chance alter, so | snapped it up. 


The cartridge and box were in femtastic condition — no 
inpertections, the metallc label and box were brighl 
and shiry — it locked practicolly unused. The instruction 


sheet, however, was missing, but [was patient end e 


vecr or so later 1 acquired a collection of manuals that 
included the missing instructions, and thus q complete 


copy was finally created, Factoring in lhe costs of buying 
and reselling what 1 didn't need in both cases, | probably 


wound up paying about $150. 


à number of people don't think much cf the game, so 
merybe my expectations were low, but considering it 

was a promotion for dog flood, [thought that it wasn't as 
bad as the collecting community had made cut. It isn't 
particularly strong and it is geared more toward children, 


but it has a certain charm. 


It's definitely not for sele. Perhaps when [cam old md 
grey [d consider donating à to a videogame museum, 
but hopelully any ollspring | heve will grow to care foi 


Atari as much as | do and keep it in the family. 
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Are today s innovations really as new 
as their creators would have vou believe? 


fact 

of lite that, once you get to a 

certain age, all tired and jaded, 
you 1 begin to feel like you've seen it all 
beftore, For years, this was a fact that just 
didn't apply to the youthful videogame 
medium, but as the dawn of the digital 
age slips further into the past, those 
who were there from the beginning are 
starting to develop a perfectly natural 
level of cynicism, 

As each generation comes and 

goes, we start to see the same patterns 
repeating. Take the way in which 
dominant platform holders repeatedly 
allow their growing arrogance to 
eventualhy topple their own empire and 
leave room for a competitor to take the 
throne. It happened very early on with 


Atari, then later with Nintendo. And 
tor those of us who were paving close 
attention, it came as no surprise to see 
Sony usurped at the start oÍ the current 
hardware generation. 

The benefit of such an active memory, 
of course, is that we also don't fall 
tor the hype as much as the younger 
generations. Whenever a new piece oÍ 
hardware or a soltware innovation is 
announced, it can be very smart to stop 
and think about whether that something 
is actually as fresh an idea as we're led 
to believe. Close analysis of what has 
gone before can provide us with insight 
into whether an evolution of that idea 
may now work as intended and can even 
enable us to be more critical ot what we 
receive, if it happens to fall short of the 


standards set by forgotten predecessors. 
so, at the risk ol coming across 
like grumpy old men, we ve gathered 
together some oÍ this generation's 
greatest innovations and, well, picked 
on them a little bit, For each one we can 
point to another time in history when 
the same basic idea was accomplished. 
Wee not going to be revisionist about 
it, however. Getting there first doesn't 
always make the idea the best oÍ its 
time, so if an early innovation failed then 
we won't be shy about explaining why. 
Equally, however, ifa modern innovation 
proves to be nothing more than a 
dressed-up rehash of something done 
well but since forgotten, then we ll give it 
as much grumpy ranting as it deserves, 
We are getting quite old now, after all. 
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compatible with a 


Exu 1 Memicie, the Joy 


HOW MUCH 
praise has BioWare 
received for allowing 
you to carry your saved 

game from Mass Effect Il to 2? À little 
too much, you might argue, considering 
that plenty of other games have all done 
the same thing. Às detailed last issue, 
Wizardry was the first RPG to retain a 
sense of cause-and-eflect over a number 
of games, and was a huge influence 
on Sierra's Quest For Glory series. The 
latter even allowed you to carry over 
every little detail of your main character 
and continue to expand upon him as the 
sequels rolled by —- which is something 
that Mass Effect 2 shamefully neglects to 
do, despite being released two decades 
alter the first Quest For Glory sequel, 
There cre plenty of other examples, of 
course. Shenmue IH allowed you to carry 
over a save that retained all the abilities 
Ryo had learned, as well as the various 
knick knacks he had acquired in the 
first game. Another Sega game, Shining 


roduction, Even if 


'g not difficult 
ge that the Joy: 
e em |) 


E SUCCESS 
[here is a little 


logue to the 


Force HI, saw you play a diferent army 
in each of its three separately-released 
chapters, with transferred saves enabling 
all manner of interesting effects. With 

the chapters showing a war from three 
dillerent perspectives, the transterred 
saves allowed the player to see how 
choices they made in one game would 
aftect characters in the sequels including, 
but not limited to, which soldiers could 
be recruited into the squad and what 
treasure did or did not appear in some 
towns. Most importantly, the final chapter 
torced you to pley against squads you 
had developed in the previous discs, so if 
voud done a good job of building up the 
first force then you'd only make the game 
harder for yourself in the end, 

Many of the examples you see here are 
of idecrs that have since been bettered, 
but in the case oÍ persistent saves, there's 
a wealth of great ideas hidden awey in 
the past. We love BioWare, but its clear 
there are many more ways the developer 
can take advantage of persistent saves. 
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blame anyone for noé trying the same thing again. 





JUST 
ABOUT all 
new Nintendo 
hardware is, 





these derys, 


designed according to Gunpei 
Tokoi's philosophy on Lateral 
Thinking ol Withered Technology 
The original Game Boy designer 
believed that the re-use cf old, 
proven technology was the 

best way to create something 

fun raiher then allowing new 
inventions to over-complicate and 


encumber the purity of the design 


equalhy to the D5's touch screen 
as id did to Game Boy's blurry 
monochrome displery nearly 
twenty years earlier. 

Touch screen technology was 
Brst invented in the mid-Sixties 
end was put into commercial use 
as early as 1983, so it shouldn' 
surprise anyone to learn that 
videogames were using the same 
tech long before DS's 2004 debut. 
Tha FLATO system 
hrst general use computers 


-one ol the 


featured a series of infra-red lights 
around the perimeter of its screen 
in order to detect the position of 
he user's Ânger, and supported a 
number ol early computer games, 
Just a lew years later, MB's Vectrex 
used a light pen to do essentially 
the some thing, enabling the 
player to directly interact with on- 
screen objects. 

The most noteworthy 
predecessor to the DS, however, 
was the Tiger game.com, a 1987 
handheld games system that 
tried and failed to take a slice 
of the Game Boy 's market. The 
game.com was the first hondhela 


to feature a touch screen but, if 


we re being honest, it wasn't 


a patch on the one 
insidethe DS. 
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Vecirexe lghi pen. Not quite a 
touch screen but procticaly identical, 


| 


The PLATO system in action 
Don't expect to ses one on eBery 
anytime in the near future. 







di 


The screen itsolí was made 
rom a 12x10 grid of pressure 
sensitive poanels, each one about 
a centimeitre square, which made 
the touch detection very imprecise, 
since each ponel would covei 
several in-game pixels at once, 
This meent that only very simple 
applications could take advantage 
of the technology and that the 
touch screen was rorely used 
jor anything other than in-game 
menus or very slow-paced games, 
like the in-built version of Solitaire. 
It might have been first, but 
game.com's touch screen was 
so underused it might as well 
herve not existed, In this instance, 
Nintendo is by fer the clear winner, 
Perhaps Tokoi was onto something 
criter call 
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an idea yet. 
If it's anything 


see the Vitality Sensor being much good for anything, to be 


Seto's Tetris 6d was the only game 
to guppor N64's woeful Bio Sensor. 


FER 


WHEN NINTENDO first revealed the 
Vitality Sensor at E3 2009, the company 


somehow managed to do so without really 


revealing what the accessory will do. We 


know it will monitor the user s pulse, but to 
what end? We're not even sure if Nintendo has come up with 


like the N64's Bio Sensor, then we cant 


honest. Released by Japanese publisher SETA in 1958, the 


Bio Sensor did exactly the same thing as Nintendo's plastic 


finger trap. It plugged directly into an Nb4 controller and 
featured a long wire with a clip on the end that you would 
attach to your ear lobe. This would then monitor your heart 
rate and adjust the game you were playing accordingly. 


It's qn idea so 


good that Nintendo thinks it will 


revolutionise gaming as much as motion control did 


four years ago... 


so how come SETA could only come up 


with one game that used the 
Bio Sensor? Only Tetris 6d 


worked with the device and 
used it rather obviously — to 


change the pace 


brick drops as the player's 


pulse quickened, 
Tetris 64 never 


outside of Japan 


Sensor faded into obscurity 
as the N64 soon breathed 
its lerst. Had the console 
lived longer we might have 
seen more Bio Sensor 
games... or we might not if, 
as we suspect, SETA lost all 
inspiration for the device, 
Let's hope Nintendo 's 
torthcoming peripheral 
tares a little better. 


at which the hope so. 


made it 
and the Bio 
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The Bio Sensor never made it outside 
Japan. Wiis Vitality Sensor will, but will if 
have better sobhware support? We certainhy 
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siLIVE BROADCAST GAMES 


O Buiimsdemsean 

XBOX Live quiz 

game, 1 Vs 100, 

was praised as a 

casual sensation 
when it wcs broadcast in 2009/2010, 
pundits applauding the way it achedules 
content like live television, drawing in 
plervers to unique events that happen at 
a very specific time and date. But, like 
everything else you'll read about here, it 
wasn't the first game to do so. 

Released only in Japan, Nintendo's 
Setelloeview was a Super Famicom 
add-on that allowed users to download 

ye as 
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new content from Satellite transmitters, 


directly into re-writable cartridges. 


was mostly used for distributing small 
dounloadable games but could also 
be used for certain titles that featured 
live broadcast content. The most 
famous of these was The Legend Of 
Zelda: Ancient Stone Tablets - a 
satellaview exclusive that was 
played over a four-week period, 
each week taking Link into a 
dilierent part of Hyrule on quests, 
and featuring narration and NPC 
voice acting thot were read and 
transmitted live to users Super 
Femicoms as they all played 
simultoneously. 

Ancient Stone Tableis was 
broadcast throughout 1997-1998, but 
was sadly lost when the Scrtellerview 
service was eventually shut dowm. 
Though some owners retained their copy 
of the game on the ofiicial flash carts, it 
was rendered unplevable outside of the 
broadcast dates because oÍ the absence 


of the live 

voice acting. It therefore 

remeins one oí the few great lost Zelda 
games, and one that is unlikely to be 
revisited by Nintendo again. 
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À Em IF MICROSOFT 
gets ita wory this 
generation, then we | 
cll be plorying our new 
games without ever 
holding a controller 


E 


or touching a button. 
But, you quessed it... 
It's all been done betore. PlavStation's Eyetoy 
is the obvious example of a controller without 
com rols, bul their E Tê SBEVEI ci) more obscuil BR 
examples throughout history. 

Rhythm action fems mory remembes! 
HaraHhiradty ndise, | Kona mi cade Sans 
that capitalised on the Japanese Para Pere 
dance craze by monitoring the movement 
ol your arms, in time to music, within open 
space. À lew ol these unusual coin-ops made 
their worry into the UR (good luck finding 
them!) while a Juponese Playstation 2 
conversion was produced, complete with a 
compliecated set of movement sensors that 
you placed on the floor. 

Going even further back, there's the little 
known Sega Activator = an octagonal irame 
that projected laser beams from the floor and 


The Sega Activator One ol the 
ugliest peripherais ever designeo. 





a 


worked much like the Laser Harp musical 


instrument by interpreting the wery your 
limbois ant rupted the beams, [Ur ning FErar 
movements into computer instructions. Most 
often used in fighting games, the controller 
would input a punch if you broke the 
beam high end a kick if you broke it 

low. A rather unreliabla piece 

o! technology, however, a 
the Activator wouldn't 

work properly if you had 

a sloped or mirrored 


ceiling. Which rules out 


pretty much all oi “a a 


the games “ team. 
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From 64-bit arcade powerhouse to 16-bit 
console conversion, the making of Killer Instinct 
 tough indeed. And that's before you 
consider the fact that it had to compete with 

Street Fighter and Mortal Kombat 


Was vel 








Chris Tilston 

Lead Designer/Programmer 

Mark Betteridge 

Head Programmer/Lead Designer 
Kevin Barvlias 

Character Designer 

Chris Stamper 

Hordywerro Designer 





that name means 


Ea y. to an English gamer à means One 


Sur EA hip claims to the world's gaming 


ida such is the acclaim that the company 
irom Twycross, Leicestershire, has earned over the 
years. lt has consistently delivered games ol the 
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hat iz 


highest calibre. Be it the relecise ol 
Hulf the 1997 FPS 


Up oming plati OT TINBT Bane = AOZODIO! 


legend t Goldentve, or the 
Nuts & Bolts. 
a time, when the company's future 
When the ! brothers sold 


Game back in 1985, andabandoned 


Yet there was 
was in doubt, 
Ultimate Play The 


the Spectrum 


Stampei 


a platform they had set alight within 


their first three years as a compar to take 


then 


on the new and un-proven Famicom, 
lans were left shaking their Faced 
with on unlimited budget from Nintendo and 
with des back | 


reloping games 
system lew British people could even 


heads. 
tasked home 
on a 
ord, Rare got into the business of license d 
games e ports. 
Theugt 


brought in 


onstant stri ri) od | NES releas 


ado profits, Rare had lost its 


innovation and was domger of becoming 


just anothei erálorsr lis best chance ol breaking 


the mould and ge checd oÍ the game lay in 
“JH Rare wanted to 


x big. FRETE son" 


|6-bit console win big, it had to 


was that the co Im pary o ut back its 


eae and exchanged the massive profit it had 
jon of Silicon 


Hare the 


garnered from the NES into the product 


Caraphics workstations. lhis move mada 


most technologically advanced developer in the UK 
But what would it Edo with this newicund power" 

“H was the golden age o! fighting gomes, says 
Chris Tilston, gameplay programmer and lead 


on Killer Instinct. 
time in the arcades than they had 


designer “They were more popular 


cit thcrt 


a e ET 
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The pre-rendered character sprites, FMVs and 
adjustable-l ramed 'movie' backgrounds made Rillor 
Instinct the best-looking arcade fighier of its day: 
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| everyahere., Er... Tea plecse, 


most unique port od the game and the chiet E 
recon dor ita success. À hot woman pertormina 


a 48-hit Ultra Combo with legs dailing 
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arcade gaming's gredstest thrills, | 


| 
SABREMULF 


SPINAL 


KILLER INSTINCT::: 
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| loved Killer Instinct. 1 qot 
pretty good at it dowm at the 
local leo pit as well. | would 


lave to see a new version. 


| remember pulling off one 
of those multi-hit combo-trpe 
finishing moves against a mate. 
lt was his game and he couldn't 


believe that | managed it. It was 


a complete Nuke, too, as | was 


just mashing the buttons. 





Looking back, it seemed to 
me that it was remorselessly 
sponging off the popularity of 
Mortal Kombert with similar 
sprites and similar design 
principles. Looking closer, it 
did actually experiment with 
a lot of diflerent mechanies - 
cutomoticíultra combos and 
combo breakers for example — 
as well as more complex inputs 
and specials, which gave it 
considerably more depth than 
Mortal Kombat. Unfortunately, 
| wasn't all that concermed with 
depth when | was ten. 





1 like the Sabre Wulf 
character or whatever his name 
was, and the guy who could 
make himself slide along the 
ground like some kind of liquid. 


| SQMERSET BUMPRIN 
It was the only arcade 





machine that my brother and | 
would rush up to like barracuda 
to à shiny knite. There was just 
something about the characters 
— they were unreal bock in the 
egrly-Nineties. | cont really 
remember how it played, but 
that wasn't important. 
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The beastiy Eyedol's ability to eipe oul an 
entica energy Bor vilh a single combo made him | 
ore tough bass, [you mede à to thêãs screen on E; 


womnting it to appear on their new “Ultra 64º hardware h Rea CO Aee 
ome in 1985, only Jenenn 
so agreeing that it would go into arcades first, on Hintendo Ultra OPC RI 





but cr 


a single credit in the arcade, lost dt be lena Ilha 5 4 ETYED OI p RES pi STHEIT “The name at this time was Brute Force, which &4.º Though wrong, 


vou are a legend. 


ç truhy words to make a 
we didnt go with because someone had the hardcore gaming fan 
trademarks on a Brute Force clothing line. The aerea Ri 
final theme - and the name Killer Instinct - came 
clong a short while later when we trled to glue all 
of these diverse characters together in a setting 
that could be slightly more believable. In March, 
more pieces ol hardware appeared and 1 started 
putting in the moves we had motion captured 
ond rendered out as sprites into the game. 
We also got a lew more people at this time, 
almost trebling the team size from three to elght, 
ond were introduced to Ken Lobb [of recent 
Crackdown d nd Gears í e; Vregrr lame!), who then 
worked at Nintendo. À fighting game maniac, he 
would visit often to try out the game and pummel 
us with greai da The production phase 
started lor real in mid-April and we had to hit 
our stride pretty quickly as | think me had to be 
done by October.” 

Killer Instinct was released into the arcades, 
witha boom in Qctober 1994. Where Rare 's production 
values had alwcrys been cf the Ro standard, Killer 
Instinct was something else. lts technical mastery 
drovyned out every other rate game around, 


Be it the electronica opening theme, the booming 





voiceover velling Ultra Combo or Fulgores gun 
turret-head finisher going cf like a drive-by shooting, 
the cabinet seemed to ignite the arcades, Rare had 


| hit the hardware jackpot. “We could do a lot with the 
THE; PRODUCTION 4 e hos ara ackpot. hi roma o a A o 


| with what people were playing most. And hardware that others couldnt, says Lilston, 


l P, » 
| therein lay the main aipasirds tor all beat PHASE STARTED IN MID» hard drive allowed us to stream in lots of different 
em-ups at the time APRIL AND WE HAD TO frames for the background and give them this sense 

AL ami street Fighter end MortalkKombai ci depth that you hadn t seen irom the usual way ol 


ever been, and we were all big fans 


It just made sense to enter this market 





| ' E À Mi 
had brought unpr nino popularity to the BE; DONE BY OCTOBER doing backgrounds. The silicon graphics iactncioay 
genre, ir di ad also set the basis for all that o! rendering a model that had been ray-traced inside às Tilston comments: “We borrowed a bil from 
was to come. Às a whole string ol titles proved, Maya gave us the unique look for our characters, [Street Fighter H and Mortal Kombai) but always 


a | pt 


| th | diferentiating a game from the two giants was but vou hadnt seen before in the context ond although the CPU didn't have ny custom 3D tried to take things in a different direction. We looked 


I lar from easy. Whereas other genres benefit from cf a lighting game, grounded by some more hardware, it was powerful enough to render some at Street Fighter and saw that it had this emergent 
the numerous ways in which they can distinguish traditional characters. By Christmas the game's basic polygon geometry for the three-dimensional system where you could pull off these strings cf 


themselves, the beat-em-up is incredibly closed-set: personalities had been designed and arenas, although probably not powerful enough to do moves, but this was so dificul that only a fraction of 












as story means nothing, environment means littla, modelled, and animation tests had begun full 3D-textured characters” When it came to visuals, the player base could do it, so we wanted to « up 
h Great qamepley is essential, of course, bul i with an early motion-capture system. Rores Killer Instinct hadn't just raised the bar, it with something that was more accessible to idos 


difficult to market a game on something Being such a transitional period had launched it into the stratosphere, elevating its quedience. And of course dealh moves were al the 
so intangi ble. If there is one element as in Rares evolution, the team presentation forr bay ronda that of the competition. But rage then thanks to Mortal Kombat, so we put in our 
of the beat“em-up genre that con be E were limited to working on old could Rare achieve the same sort ol success with the version of them. 

communioa ted egail ritis the characters, hardw dra Às Tilston states: gamep! ed 7 Something that CoOui ldn' 1 be improved with This | sn to SOY that RI er Instinct agidn't bring 
so that's where Rare began. “The archaic motion-capture suit com endless supply of expensive hardware. something ot its own to tha genre. In | 


wcs joined by wires and was a bi 
temperamental, and we didn't even have + 
any final hardware to work off — it was still 


“A prototype started back in June 1993, 
explains Tilston, “when Mark Beiteridge 
[now studio head] had q couple ol boxers being designed.” Thankfully Rare tounder 


tone of which became T] Combo], which Chris Stamper, who had “Raised evebrows 


Pe De pe DI PRA) RA PEA 


about the lact thoi he was designing the 
hardware”, produced the first prototype at 


lead artist Kevin Bavyliss had modelled 
on screen, running on Rare's old arcade 





hardware. Initiclky the theme was one ol the beginning ol 1994, and the team began 


street punks, where the characters were porting the engine over. “We put together 
more based in reality - a basketball a brief presentation doc with all of the 
picrer, for example - but we changed characters Kevin had modelled, ond came 
this to more fantastical characters up with the theme that would glue all of 


that would make the game stand out. these characters together. Lhis was sent ofl 





Things that might have been familiar to Nintendo who greenlighted the game, 
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gralable om Xbox Tie 
Arcade yet? Riptor wents 

to lero right moer, 
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Jato d ço uni the series 


| | R 
no surprise tho 
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fact, it is difficult to name a 2D 

fighter that gornered the commercial 
success ol Killer Instinct while deviating 
so much from the formula. lts Ultra 
Combos, accessible yet incredibly stylish 
stringing technique, three-dimensional 
backgrounds, Humiliations, No mercys, 
odl stood it 
apart - according to Tilston, this is what 


and its unique characters 


kept them hooked. “We could see [rom 
weekly arcade reports how commercial 
successful the game was becoming, 
Tilston remembers. “Although the Killer Instinct 
arcade machine was highly expenaive for the time, 
in some arcades a single cabinet would take over 

thousand dollars td week, lt was | Ji Io before 
the machines had paid for themselves... and that 


popularity continued for a long time.” 


nad been an arduous end chancy gamble, but 
porting Ii the console market veido CIT 


even riskier venture, Had the arcade game 's 





introduction Available tor your home in 1995, 





only on Nintendo Ultra 64, been accurate, 
lite may have been much easier, but when 


Nintendo announced that the then Ultra bd 





was to be put back until September 
1996, Rare had a major dilemma. 


lhe arcades success hod ignited 
demand in a console version, but having 
tó move the port of one oi the most advanced 
arcade games ground from a bá-bit system to a 
16-bit machine that was rapidly going out oi date, 
was a technological nightmare. “Memory was the 
big issue,” remarks Tilston, “and the multi-lframe 
backgrounds and 3L backgrounds had to go. lhe 
other difficult part | remember was cramming all 
of the moves in. We had to take out 80 per cent of 
the Irames that made up a single move and borrow 
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A SINGLE KILLER 
INSTINCT ARCADE 

CABINET COULD TAKE 
OVER $1,000 A WEEK 











Undortunetely. 
NES memory 
issues turmed lhe 
ulira-slick grapihios 
o he arcade versión 
od Killer Instipct into 
rather dated clumps 
4 pleels on home 
machines. 


COMBO ESS a 


rom other places. It took both me and kevin 
about tour months of solid work, going through 
frames and cutting them down while trying to keep 
moves vaquely resembling the originais” Needless 
to say, the changes were more than apparent, 

The motion-captured, tlawlessly smooth moves ol 
the arcade version became choppy and fractured, 
the characters blocky and the backgrounds no 
longer SD, What had Ee surpassed any other beat 
em-up for graphics and sound in the arcade, at 
home - against the newly released PlayStation 
suddenly looked dated. This placed all the attention 
and any chance of Killer Instinct's success at home 
on the gameplay. Itis testament to the game s design 
that, despite its problems, the SNES version of Killer 
Instinct received critical aceleim ana ão: in 
Nintendo Powers Top 200 Games On À Nintendo 


Console list. 


“That's surprising,” comments Tilston 
as | hi nest don think we ever did nail a definitive 
home version of the arcade Killer Instinct, There 
never really was q one-to-one conversion due to the 
hardware limits of the home platlorms.” so, what 
does Tilston attribute this succoss to” “Characters 
that plervers hodn t seen before is one reason. The 
graphical look is another. The ease with which you 
could pull off combos. And the music really helped 
give it this attitude. Maybe where Morta! Kombat 
wos dark and Street Fighter fwas cortoon, we were 
somewhere in the middle. 

The problems that Rare had sullered with the 


Eh el 


NES port ot Killer Instinct would once again 


suriace with the Nb4 version ot Killer fnstinct 2 (Killer 
Instinct: Gola), lhe nadas version was an Eni ute 
powerhouse. The speakers damn near collopsed 


the cabinet; the characters were beautitully 
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rendered, their moves seamlessiy smooth; and the o! leaked sheet music tor the titla theme 
FMYV sequences that were your reward for special purported slips from Rare nodding to a sequel. 


victories were slick and stylish. Fons pleaded that 
this conversion would give them the perfect po 
they had so longed for. Sady, history ço 


sell. “one were the FMY sequences on Nb4, the 
haracters were blocky, the moves often disjointed, 


E the audio lacked oomph. All this left a sour Tilston. “This was more cof an evolutionary game, 


taste in the mouths ol fans wanting a definitive 


ne 


home version. Hope turned to a third outing. with motion-captured moves [and running at Blfps). 


AF 


or any Killer Instinct ton, the fact that the home audience rather than an arcade qua 


series seems to have finished after ils second outing so we were going to move itin a different dir ieietlem 


is something of a sore point. Where Street Fighter rather than just include a few new characters and 


ra 
ond Mor tal Kombat have pu 
E K 


versions of lhemselves to make the average lan move onto Perfect Dark to help lead the design 
when a few members of that team left really early 


penniless É res series seems to have died 


its infoncy. T think menagement looked at 
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the sales ol Donkey Kong Country 
[9 million] and Killer Instinct 
[3.2 million] and just didn' 
want to go a Her a market that much,” Tilston remarks, 
that was a third ol the po 
size ol the platlorm JR 
game market, Tilston 
explains. “This was 
probably why we 
started of en a 30 


platformer [Conter then known 


p 


as Twelve Túles: Conker Ed 





Even now, a quick look on 


















the internet will contirm fans to single-he 





Every retro game has to have an 
ice level. Killer Instinct had an ice "4 
character. Às did Mortal Kombat, we 4,4 
guppose. Sub Zero ncí as cool 

Glocius though 


hunger lor a third instalment, 
know,"  Tilst 
concludes. 


The past few months have 
been litlered with rumours 





à Thcugh Killer pero dido 
| coptivate the arcade qudiences like its 
| predecessor, the now characters 
combos made it more than 
[worth of a few credita. 


With such a constant Ilow oí pseudo-news it see 
impossible to know the truth. The only certainty on 
the matter is that there is and always was a definite 
possibility of number three. In earty-[999 | dia 
start designing KI3 with a very smaill team,” reveals 


and we did get a prototype going with Jago in full 3D 


Ne had the advantage of designing the game for a 


t cut more than enough a different story. This was stopped when 1 had 


on in development, Looking back at the stuff [did in 
| relevant ten VECITS later and 
the fighting game market — although much more 


refinecd than it was — hasn't really gone forward 
But if our hopes come true and there is 

gnother Killer Instinct, what form will 
Tie taker “| think il we were to do a ÉS 
now k would have to be more cÍ € 

f 1 revolutionary concept, and we have a 
ley ideas about where it should go. 


So what's the definitive answer? Wil 


| we ever cigein strain cur thumbs 
A. to pull off a combo of hits 


wipa 


out cirrilisation! | dont 
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20d Generation 
Fighting Gâmes! 


fer] Es 
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Profevicw-r 


Alinalits 
a good game 
with some 
laws. Itisnt 
as deep as 
Street Fighter 
or as well 
made as MK 
Lpútits in 
contention 
with those 
brawlers 
maybe not 
a killer, but 
definitely 
a felon 








console ports under the spotlight 
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ONVERSION 


E “No Quarters Required," boasts 
the box, but that claim is only 
worthwhile if you get more than 
25 cents' worth of entertainment 
from the full-price cartridge, 








» ONE OF 

the first great 
scrolling beat- 
em-up games, 
Technos's 
Double Dragon 
was a recil 

[e Jet=ioto) vel=ja (oia! 
when it first hit 
the arcades in 
title, Renegade, 
virtually invented the genre and was 

oo jat=ito (=) 60-10 Mole) c=[otisiio) Wa c=/=]o oii dio bento) alo fada (=, 
dominant shoot-'em-ups and sports games of 
the arcade at the time. And though Renegade 
wars an undeniably important release, it was 
its spiritual successor, Double Dragon, that 
really defined the genre. Establishing many 
tropes of the scrolling beat-em-up, Double 
Dragon introduced the ability to pick up 

and use new weapons mid-level and, more 
importantly, allowed two players to fight their 
way through the streets in co-operation. This 
social aspect became the defining feature of 
scrolling fighters for years to come, and made 
Double Dragon the sort of videogame that 
every kid wanted to play at home with their 
school friends. 
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KIDNAPPED YOUR BEST 


FIRST MISTAKE. Prel 
CHALLENGING YOU AEE 
| AND YOUR TWIN : 
BROTHER IN 
MARTIAL ARTS 
COMBAT WILL 
| BE THEIR 
| SECOND. BUT 
THESE THUGS 
DON'T PLAY BY 
THE RULES. KNIVES, 
| WHIPS, BAIS, BOUL- 
DERS, AND DYNAMITE 
ARE STANDARD ISSUE 
WITH THESE MASTERS 
OF PAIN. AND THEIR 
UZI-TOTING ROSS 
DOESN'T BELIEVE IN 
| HAPPY ENDINGS. 








GIRL. THAT WAS THEIR. Mm 


Formot: Atari 2600 
Tear: 1988 
Publisher: Activision 
Developer: In-House 


The captions refer to enemies 
as though they all have 
individual characteristics. 
But they just look lilze 
'indistinct Lego bricks to us. 


“NO QUARTERS R 


| THE BLACK WARRIORS HAVE RR 
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— ACTIVISION 
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The box promises the 2600's best graphics about six years after | 
the release of the far superior Pitfall II. The box is a liar. 





THE REALITY 


» THE ATARI 2600 was released 
in 1977, while the coin-op version 
[007 D/0)5]9)/=W Diço(o [o)s Rojo )o/=[0iá=/0| 

in arcades a full decade later. 
Graphically speaking, the two 
were worlds apart and you really 
have to wonder why anyone 
thought they would make a good 
match, other than the obviously 
Jjucrative nature of the licence. The 
game is almost unrecognisable 
from the coin-op, the music is 

just a few monotonous tones that 
endlessly loop, and the gameplay 
is abysmal. You ll get past the first 
screen by spamming the same 
two attacks, but then the enemies 
learn to do the same and trap you 
in an endless fly-kick combo until 
youre completely out of life and 
io jo [Torto [= ronco! «=Wiol= Moo nqueto o [= 
ojo (o) dio Bs T=N=]o(o 0 


The backgrounds 
| definitely look the 
“pm, Perticularly 
on the later screens 
where Activision does a 
great job of simulating 
a City skyline. Despite 
the changes on each 
screen, however each 
background has no 
effect on gameplay and 
is therefore pointless, 
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One of Double 
Dragons 





is the ability to pick 

up different weapons 
and use them to beat 

| Your enemies to q 

| pulp. But the Atari 2600 
Version has none of 
that. There's nothing to 
pick up and nothing to 
| interact with. 


| 
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“ defining features 













| 

K Atari's single-button 

: “controller makes 
[ combat ewkward. 
Pressing different 

directions in conjunction 

with the button initiates 
different attack types, but 
' tsachore compared to 
the arcade version end 

| Proves that the 2800 just 

| Wasn't suited to some 

| types of game. 


The Mega Drive and GBA 


cd qa Et Misania la 
VeETSIDTsS o LHC HL l Jud a 


are probably the best, 


rsion instead. The visuals 
“bu 


gameplay 


weren't quite there vet 


wcis much 


more faithtul 
to the real 


thing. 
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He's the most famous 


BM sil (Ofl irao 


na 


-bit hero to ever grace microcompute 
starring in no less than lô games, and making appearances on 


A common tale with many &-bit heroes, Dizzy came about not 


through considerate design, but rather an awareness ct the graphical 
boundoaries oi 8-bit computers. lhe character was the creation ol the 
liver Iwins, Phillip and Andrew, end sprong forth from a discussion 
about ways they could overcome the issues of drowing and animating 
human characters and display happy, sad and scTTEi expressions on a 
sprite. Lhis led them to believe that the easiest way to achieve this would 

» to simply draw a big reund ace. The idea stuck, and alter a few 


rute including the addition of gloves and boots, the egg was cocked 





ond fit tor adventure. 





Published by Codemasters, which 
distributed all of Dizzy's adventures, 


sales ol Dizzys first game were 


ome ol the most popular games machines of all time. Join us as ER ENau ado Aude 


E SHELL-SHOCKED IS probe 
MEN SU reaction aíter we calle 


BEM (hai ihe games” readershir 
Hall Of Fome inductee. Alter all, Diz 





ioly the best expression to explain 
1 time on cur online poll and saw 
3 had selected Dizzy to be our final 


zy was up against some pretty big 


names. On the list of potential candidates was the big ape that started il 


all for Nintendo, Mario's missus, and 


an elven hero who blazed his own 


trail in Miyamoto s back garden. However, alter revisiting Dizzy s games 


to research and write this piece this 





TE TD this UMES ch UTACteaT 
many respecis Dizzy is q litting hero 


its WCIY, 


month, We rec! isod theri th ETe WCIS 
thom we first thought, and that 
to help send the Hall Ol Fame on 


Until his popularity was later eclipsed by Lara Croft many years later, 


Lizzy was the closest thing Britain had to en iconic pletiorming game 


hero after he rolled onto our monitor 


s in 1986. The years before Dizzy's 


release were proving a glum time tor Thatcherite Britain, with the early 


Eighties recession hitting unemployr 


and Miners Strike oi 1984 causing lu 


nent hard, and the Falklands War 
rther unrest, At the time. the British 


computer industry was still very much a cottage industry, but its rapid 


growth meant it wouldn't stay this way tor long. 


Working from their homes, many 


PrOgrammers, upon socing the 


alo OMITIYF state that society was in, looked to Inject irreverent humour ond 


fun into their games in reaction. Heroes liks Monty Mole and Miner 


Willy consequently emerged, and 
If unexpected, aí dá ible little anti 


spirits — well those cf the people playi 


Dizzy con be seen as the culmina 





their adventures proved periect, 
depressants to help lift people's 
ng games anyway. In many ways, 
tion of these whimsical titles and 


heroes, a character with q series ol enchanting, upliflting and humorous 


adventures that saw him become England's most successftul platforming 


hero of the Eighties. 


E Dizzy made his videogame debut in 1988, md 


= nr ROST 


Er PDA EM IN | 


E Codemasters wos conny; licensed bags, clocks 


o! Fomntasy Werla Diz sz y in 1988, once 
nu L rd had 3 Edi edd L | Ham fresh se 
cherming this new &-bit cartoon 
creation was, Dizzy had become a household nome, And by the end oÍ 
the Eighties, his popularity had swelled so much that the Olivers realised 
that, in order to cope with demand, they would need to enlist the help of a 
third party, Big Red Sotiware, while still merinteining crecitive input. 

Lifral 


With this extra manpower, the early Nineties marked the most prolific 
period for Dizzy, with five games Re caad in 1990 alone. However, with 
global popularity tor Nintando's moustachiced hero growing with every 
new release, thonks to tha popularity of trendy new 16-bit Japanese 
games consoles qnd the birth of an edgy new Sega mascol, Dizzy was 
soon to lace his most difficult challenge vet, 

With his popu cio E ontined to the UK, the cracks were beginning 


E a io Iate! 
to show. And in 1993 


olowing a few unsuccesstul attempts to break 
Dizzy into the console market overseas, Codemasters eventually made 
the decision to stop publishing Dizzy games, marking the end oi a 
remarkable era for both Dizzy and the Olivers. 

Notable tor being one ot the few videogame heroes to have witnessed 
the growth and progression oí the industry in the UK, Dizzy was there 
in the Ledgling years of the computer game scene. He wilnessed game 





development change hands from small two-man portnerships to larger 
development troupes, and later saw the impact that second wave 
of game consoles would have on microcomputers and the UK game 
industry as a whole. 

While there hasn't been a new Dizzy game in over 17 years = unless 
you count some ol the femtastic homebrew tan projecta still finding 
relecse, or tha excellent Dizzy-inspired XBLA and PC game Clover - the 
character still remains popular to those who remember him. Dizzy isa 
true British gaming icon who ellorilessly reminds us of the significonce 
ond history of those haleyon days of vide: APAE Ss, 14 period that Ji LL 


Si TERATI'p unfor gettab le SPOT TUETTUT IES and adventures, 


E 1988's Femtasy Hera Dizzy introduced the folk Dizzy's second sequel, Fertasy Word Dizzy. 
Fole, Diz=y's seramble of friends and reletives. introduced ideas that became series staples. 


Given that Dizzy's plotforming 
quis a 


cem Ahoya 
LAS ia lhe 


exploits abwerys involve 
bit ol puzzle-solving, 


character has a SPP ecred in a 


Olis, VÔ « emita cor th Dizzy i 


Cm Ex gh ESA di IN EVETY [ESpec 


Making Dizzy on egg was a 
clever decision, as it mean 
thort Playes rs of all ages RE 
immediately identity with hir 
being in peril. But rd 
ih a scination with eggs in 
videogames? From Fantasy 
Lone s Jpa-Upa to Chucky 
Egg. Togepi and Billy Hatcher, 
to even Sonic's arch nemesis 
Dr Eq 





man, the two seem to be 
intrinsicaliy linked. And 
we re utterly dumblounded 


as to why this is. 


às many who have played the 

QqoIm es il tostify Dizzy has to do 
quite a bit of walking around in his 
games. l's fortunate that the Olivers 
blessed their creation with feet and 
a pair o! sensibla walking boots. 





HA vides shows how Dizzy would hove looked on 0 Dizzy appeared in a series of spin-oÉ games, 


the PSZ (unaree tontersticaoriddizapco ue). 
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such cs the very pleyable Erik So. 
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Vihr: 


E Dizzy's populerity shows no sign cé diminishing. 
vath a huge number of fem-made gomes out there. 


tiro eh the same EO Ee 


ESG 


ssseseestsss HALL OF FAME... DIZZY 


À. Dizzy was Palito pucely di |) 

| graphical limitations ol E-bit gumes 
consoles ás microecomputers in mind 
Feali sing that the choracter could only be 
da by 3 ed in size, ond thet onimoting 

E humm characters was dlifiicul, the Qlivers 

decided to create q big round Íace to allow 

their cho acter to displery o variety of facial 

expreseslons. Funnily encugh, Nintendo went 


| CIELO 


Wind Waker. Link was redesigned with 





anleigais tace to help o TE us EXPREs Sions. 





As there's TETy little to Dizzy WE Ep Lo, 





his baxini 9 glo E o Sra kly became 





couldn't 





1 Sim rm T hei À ent y 
nogino Moro to be cleem-sherven, o! 

Eenia running beretoot, this simple 
feature stoyed wilh Dizzy throughout 
the enbiraty cf f the series, 


Dizzy's surreal] adventures 
algo involved plenty of 

Let 
E question: where does Dizzy 


nO, WiLCA DEgs na 


0 of the itoms ha finds”? 


Alter all, he has no Pg 


e | 


vou can see nght 





gh his PSA 





E This five-screen gome wos given away as ares 
corermount ond December issue od Cresh 
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«= Now the co-founders of Blitz Games, the Oliver Twins have considered 
«==» bringing Dizzy back for the modern age, but often claim that the 
character and gameplay of Dizzy just arent relevant to modern gamers. 
Here are a few ideas of how we think he could make a comeback... 
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» DIZ£Y ROCK Band brings together a string Ri classic 
songs, stretching across various musical genres, all 
tenuously linked to the theme of eggs in some way. Help 
Dizzy's musical alter-ego Eggy Pop - and his covers 
band The Yolk Folk = crack Right Said Fred and Sinead 
OQ Conner's entire back catalogque, as well as the songs 
The Egg' by Herbie Hancock and Egg Man' by the 
Beastie Boys. If all that wasn't enough to make this an 
essential purchase, there's also a few hidden tracks to 
unlock too, including the popular Nineties hit Dizzy by a 

Vic Reeves and the Wonder Stuff and the Beatles classic | 
T Am The Walrus' - which includes the lyrics 1 am the a E” 
egg man, in case you were querving its inclusion. 






— DIZZY IS certainly no stranger to adventure, having been 
on quite a few in his time. So when Nathan Drake gets a 
call from an excitable antique dealer to say that he has a 
map detailing the whereabouts of the eight lost imperial 
Fabergé Eggs and wants to hire the cocksure adventurer 
to recover them, he asks Dizzy to accompany him on the 
mission. However, the unlikely duo soon realise that they 
are not the only ones embarking on this most epic of egg 
hunts. À group of evil egg worshipers are also out to poach 
the famous object de arts too, as legend has it that when all 
50 are placed in an ovoid shape a great evil will hatch from 
the ground and peck the universe to death. 









» A STRANGE outbreak of salmonella has turned shoppers inside 

a busy supermarket into empty shells, and free-range eggs into 
charming little sentient beings. In this sandbox survival-horror game 
players have just 72 hours to help Dizzy, one of these good eggs, 
save all of his fragile friends while trying not to get stamped on by 
the inexorable horde of brain-dead customers inside the store. If 
that wasn't enough of an ask, Dizzy must also suffer an inexcusable 
torrent of annoyingness irom a hairy tarmer called Otis Washington, 
who will harass Dizzy every six or seven minutes of game time by 
lying his crop spravyer outside of the supermarket and scrawling 
pointless messages onto a tiny, ilegible plane banner. 














“ FOLLOWING THE debate surrounding the Jubulani football 
in this year's World Cup, Adidas decides to invest billions 

of pounds in researching the perfect round object for use in 
tuture competitions. The company's dubious findings lead it to 
believe that substituting footballs with hard boiled eggs is the 
answer. Às a result, the FÃ makes the unprecedented decision 
to make international tournaments yearly, kicking ol every 
Easter Sunday, and eggs from around the world are forced to 
undergo a gruelling competition to prove they're robust enough 
to withstand getting kicked around a field for 90-plus minutes. 
Players must help Dizzy realise his dream of becoming one of 
these chosen eggs, by competing and winning in a series of 
finger-punishing Track & Field-style endurance tests. 



















» DIZZY ARRIVES in Las Vegas without |. 

a penny to his name, looking to make n É e 
his fortune. Quickly he gets caught up in 
the shady world of faux-casinos: pop-up- || 

overnight gambling establishments set up to . 

fleece money from unsuspecting tourists. But 

when a canny poker shark posing as a frail 
grandmother takes Dizzy for nearly $100,000, 
his boss gives him an ultimatum: retrieve 
the money in 48 hours or face getting turned 
into an omelette and fed to one of Siegfried & 

Roy's white tigers. In this newest instalment 

of the Grand Theft Auto series, players will 
experience the surreal side of Sin City from an 
egg's perspective, in what critics are hailing 
as the barmiest sandbox game ever created. 
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» À NEW terrorist cell is taking biological wartare 
to sickening new levels through the force-feeding 
of staples and Tabasco sauce to battery hens. 
Creating the world's first egg-bomb, the terrorists 
have found the most unlikely of terror targets 

in the form of busy egg lairs. Governments, 
powerless to shut these events down due to 
ridiculous bylews, enlist the help of Dizzy and 

his crack team of toasted soldiers to put a stop 

to these evil egg-sploders. In this brand new 
action-packed spin-off to Activision's popular Call 
Of Duty tranchise, Dizzy must travel to egg fairs 
around the globe, in a daring race to deluse these 
bombs before a young child is hit in the eye with 
hot sauce - or worse, an errant staple. 































Quce knccked oté fhe soddle, it es possible bor 
vous biker to sprint o mile im under three minutes, 
hot bod for comeone wedring a crash helmet 
and decked out in hall race lecihers, da 

























Motorcycle racing has a history of heated 
rivalries, but in 1991 the digital medium 
ot its own taste, as two videogame 
designers competed to create the Me 
Drive's defining motorcvcle game 





The ogia! Road frash ts the only game in the series vbero 
vou cant knock the cops off their bibes = pol even by bezhno 
them into an oncoming car. Carl told us this was done to o male 


sure the ploper would keep on riding forward, 














Living anith a high periormance 
motorbike on exhilorating lifestyle choice, it's 


RIR MATTIRATU 
difficult to des 


LASH e 


LiBBA AL21b1 
L1598 IS AOO 


also cribe to the uninitiated :'TE8 


becquse although some similarities raw 


con be di 
lr 


to the sale existence ol Your verdage car river, 


in SE motorcycling is mn extreme pursuit 


that features a broad spectrum ot challenges - not 


least ol whúch is severely limited boot space and 


the wonderfully erratic nature of the British weather. 


But rather than getting from À to B in moaoimum 
comiort and dryness, motorbikes, by their very 


1 of the ride. 
Y there have been lew games 
wath 


= Ei= | Us 


nature, have « Ea been about the thr 
Yet thro ut histor 


| ugho 
CTRONIO to encaps that quintessential 1 


ulate iding spi Tt 

most either going for pure arcade antics, like £ 

spectacular Manx TT 

Forno! Mega Drive, Amiga, Atari the with the recently 

ST, Master System, Game Gear, unadulterated simulation - a hurdle 
Game Boy Game Boy Color seeft 

| Publisher: Electronic Arts life motorcyclas require full body control. 

1991, a plucky EA development team de 

that the omns 


podring ilegal street racing with cop 


OL as ig 
released 5BK X 
which still 
sinsurmountable when vou consider reai- 
But in 
cided 


GMNaT 


Superbike, 
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== 
KILL JOY 


| WANTED THE PLAYER 
TO FEEL AS IF HE WAS 
THE CHARACTER ON 





Deve LOT sea 


v In-house 


realism wasn't wer, and 
Perceptive gamers come to realize that each comer in Rood 
Rash was preceded by a ralhe-style signpost that indicated 
wbether 4 was a letty or a nghty. Reading these was lhe ley to 


sioying alive on the almosi-too-fast Diablo 1000, 
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Es 4 ig " 


chases 


Carl Mey Technical Director 
Randall Breen Producer 
Dan Geisler Programmer 
Walter Stein Programmer regard as t 
=| “TI was 
Lymx il nie cxed [later Epyx went benkrupt] 
[was ledd off with 90 other 

at EÃ a hnical Director in late 198º 
Carl Mey we , at this 


had already worked as a 


qnd the a ibility to clobber other bikers off their 


machines wit th bortons, theyre lecsedwhatmo Try 


e pinnacle of motorevele gamini 
+ Tkino on the Hon nocige projes 4 tha 


and 









people. My next job was 
[a ao "a 


zo lec ecal!s 


a nostalgie in his 


“is so] rEBr, 


point 
1 prograrmme ET 
tor Lucosfiim di son à sida To fMonsion 
starting at EA L 
gnked road eilect for 
ater st 
gted a 


E 2 q PER 
cuter Was 


long 


create a | Andretti 








PRESS "START" 
TRACE SELECT 


Til 
TILOM 


Ls (O) 


Macing cin, ing up 
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all night, À : REI” ss E STS =|E 


had cre grect effect, but with no 


bemking. lt was too much 
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FROM THE THE 


FORUM 


Grod, [oved Road Rash. 
The soundtrack on the Hewaii 
tracks, GUNGA DUNGA 
DACGA DA DAHI 


CKMICK 198282 

Original and hours of hun: 
they dont make them like this 
any more! Used to love taking 
the truncheon ofl the cops and 
then hitting them with 
t — brilliant! 





ALAN WHITELAW 

One of my favourite Mega 
Drive games. Groving vp in 
a biker family made it all the 
better but my Harley-niding dad 
criticized the violence, thinking 
it would influence teenage 
bikers to smack each other 
with clubs. The Ron Hubbard 
soundtrack was brillient tos. 
Also, the less said about the 
3DO version, the better. 





Loved it. [think the sequel 
was the best in the series. | 
remember TICTEIY arguments 
with my mate over the best bike. 
| preferred the better handling 
of the Peonda 750 over the brute 
horsepower ol the Diablo 1000, 
which he favoured. 


ERBOTINGREEN 

There was nothing worse 
than lying off the bike alter a 
crash. The run back to the bike 


seemed to tale an etemity. 


rea game was briliant! A 
great mix of beat-'em-up and 
racer. Mario Rort hod nothing 
on itin the wecry of fun. 


Road Rash was great. They 
made a real ellort to inject 
some personality into it with 
the rival drivers ond types of 
bike. [loved the little animated 
sketches after each race, and 
[ never forget the secret bike 
thort was so fast that you'd hit a 
hill or ramp and be in the air for 
two minutes, 
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Alihough Hoad fosh: fmilbreak would go on to declare cll-out war with cota prods end munchokeu, pardo 
Road Resh's original weapon of choice was ihe bai. With a well-timed punch, your rasher would 
ghout 'yeah! ond steal it oÊ an unsuspecting opponent, ready for some swil Tevenge. 


RARE ANERAS DEE DE sm sumo mm 
FRETE reais ECON aM Ema 
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tor the NES to hondle so [adapted it for 


the Mega Drive, creating a super-last 
scaling algorithm that allowed several scaled 
the road eflect.' 
today its 
SD is to 
Super Mario Kert nd F-Zero on the Mode 7 


sprite images in addition to 
Indeed, playing Road Rash 
noticeable how similar the pseudo 
empowered SNES, a comparison which Mey 
like Mode 


?, except there was no rotating around the 4 


supports. My ellect was exacily 


axis. While optimizing the code 1 figured out that the 
interrupts [ used to set scale per scan line were using 
! the CPU, and, at the time, Edwin 
Reich was working o on a true 3D version of Blockout 


Drive, 


We q were able to render all the detail 


about BO per cent 
lor the Mega we adapted the 3D technology 
lor Road Hersh. 
lor the road, including the dashed lines. It was all 
smoke ond mirrors but it was en actual 3D rendering.” 

But despite his skill for wrengling perlormence out 
of the Mega Drive, Mey s scaling eflect would need em 
equally impressive concept if it was to go any furthe 
end so alter showing his work to his EA colleagues, 


Mey began a turbulent working relationship with 


MATIRAYU. 


o a 
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CS RRAARA CIESS = 
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THE EFFECT WAS 
EXACTLY LIKE MODE 7, 


BUT WITH NO ROTATING: 
AROUND THE Z-AXIS 


Road Rash's co-creator Randall Breen. 





“Randy 
proposed a calé style American Motorcycle 
anda it was 
s idea 

which formed the basis of Road Rash. A innily enough, 
Road Rash was 


So, with the Road Rash project underwaoy the 


Association-licensed motorcycle racer, 
this combination of my technology and Randy 
the working title from dory one. 
worked leverishly to make a demo that would 

1990 
Show. However, despite a strong start, Mey had his 
CONCEmos, “The proble TIL VCS the VEry time, calm os 
Gde new ol the AMA, and Rendy's 


go anywhere -sívle game, This jus! 


LESCITT 


showcased al the Consumer Electronics 


desire to 
make it « didn't 
work on ci: console that mas an adaptation ol the Sega 


Iê arcade board. We ended up calling the 


System 


game Randy's Sunday Ride behind his back. 


all Enew Road Rash needed more 


Via 
balls to sell than 


a simuletion of someone following the speed limit.” 

AS FREDICTED, THE early prototype ol Hoad 
Hursh CES 1990, md so, desperate 
to ash project in a dillerent 
direction, Mey decided to 


take mailters into 


“bombed” at 
the Hogd 





si88T 


his cum 


honds. Hoad Hash was going 


to miss Christmas 1990, so the team 


was given qn additonal six months to 


sort it out. | begged Richard Hilemen to give 





me creative control on the ga Epi and he agreed, 
with Randy limited to everything Dut gameplay. ! put in 
the cops, kicks, clubs and punches and Don Geisler 
did a great job on the physics with radical crashes.” 
shitted 


clone and 


lt was at this critical stage that Road Rosh 


from being a forgettable Super Hang-On 
the spectacle cf two-wheeled 


“Ttold Richard 
make the game kick ass 


began to evolve into 


violence that we all know and love 


| wanted to ond that is 


why | was given some control. Rendy mey have 


disagreed on the violence, but EA had no problem 


with it os they're realky good at identifving problems 


EA O a, TETo ils lama 
game. We then had 


No 
Il believe in 


Input cas possible while designing. 


before they make lt 
getting as 
and | 


worked on the lighting system with a no projectiles' 


brainstorming sessions, as 
much Don 
rule, as they're a major problem in engines that run 
ac1sed on the frame rate. It was truly a group eflort.' 
This switch to what Mey 
meant Road 
irom 


describes as q "hardcore 


Hash 
the 


bash-'em-up” wasnt eligible 


lor licensing motorcycle 
ohuriken, Ponda, 
tor Suzuki, Honda, 
Forsh team created 


support major 
with 
and Diablo standing in 
ema Ducati, the Hoad 
which 


the heas 


HMacir ufa [nl LUIBIS, and Bu 
Ramakazi 
Eorwersaki 
eight motorbikes 
Shuriken 400 to 

than Build upon guess the team had 
recil-lite riding experiance, Tennaho AJBSO 
Seca md had a dirt bike | used to race in motocross, ' 
scrrs Mey. 
one ol the female 


TENTE] ad fr om the weed y 


ty Diablo 1000. Bul 
work, some ol 


rather 
“Trode a 


“Dan had a Harley end | think 


artists had a crotch 


rocket. EA also borrowed a race-ready 


Ducati on the promise that only a pro 


would Tide à. Rondy took the bike for 


a nde and totalled it. He gave himsell 
literal road rash and hobbled around for 
a bit, while EA had to pay around 8100, 00 
bike the 


covered  prolessional 


insurance 


rOCeSrs. T; 


1d Hash's 


tor the because 

only 
Breen was responsible for Roa 

evocative Californim setting, which 

sponned five roads including Sierra Nevada, Redwood 

Forest and Palm Desert. 


Rendy rode his 


“They were all roads that 
motorcycle on end were modelled 
okyline Drive. The modelling was 
done by Domonique Philipine and his 
MAC using Bézier curves. 
work with and did a great job 


t but 1 worked with 


rogd tha made some plaryers 


after places like 
crew on a 
They were very eosy lo 
They never got any 
of the 


puke Irom motion 


eredi them en a por 


slekness, and alter watching one of the execulive 5 
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eis BEHIND THE SCENES ROAD RASH :ii: 


Hoad Hash had five racing classes, which the pleper progressed through as they won 

Faces and money for better bikes, 30 while the initial races were a manageable five miles 

= (Ong, by the end the ployer hod to rece 1-mile gauniets without wrecking their bike. 
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kids barf on cm open night, I vellad out “great, [ve 
el” 


fincilly made a pega that makes | pm rd El 


Although no member ol games” has 


emptied the contents ol their stomach by taking a 


virtuc) comer too fast, Hood Rash was one ol the 


most visually impressive Tacing games aval lable 


on q home console system at the 


time. Mey explains the effect on the 
are aq mind 
the effects 


generating 


player: “Videogames 


game. In design | studied 
oi music on the heart while 
the 


adrenalin, and also the ability of 


beat to aflect the pleryer's heart rate. 
| aiso learned about the suspension ol 
disbelief and how games are a 


down to eliminate motion sickness. 
| know 


worked on [the unreleased] Sega VR. 


a lot about this because | 


s finalhy 


gamers 


IN THE SPRING of 1991, 


relegsed to an 


Road Rash w 
qudience ol astonished 
previously wecned the more pedestriaon thrills 
of Excitebike qnd Hang-On. Plecing first wos still 
the order ol the day but Road Rash was 


clbout hitting the aqpex end more about hitting the 


less 
competition — preferably 
Tull pell in the face with 


cr sturdy 








holding on enough ta repair your nevly-porchosed fide (urhbek 


WHAT nightstick. And if that wasn't extreme enough, a Producer. Ihad far more product knowledge them he The balance between saving money to buy a faster bike and 
vou inevitobiy contido control pet) could be agonising. 


== you also had to Eu crashing into cars, did and | had no time to help train him. It wasn t Rondy 
THEY colbding with the local wildiite qnd, most importanty. [had a problem with per se, it was more that [d been 


S AID.. : not being run dovym and booked by the cops. | spoiled working with the best, Le. Rich Hilemem 


t was clear that the development cof Road Rosh and Don Traeger. Em not sure what Randy 




























Jr 


had been a trying experience for Mey, but despite made of me but at times 1 was very obnoxious. 


the hardships he was nº sialEsa proud of But rather than ending on good terms 





with a friendly handshake and an “oh 
well, at least we got there, Mey's working 
relationship with Breen eb one foca tum 


he'd helped to achieve. “Everyone 
wos focussed on making Road Rash the 

best game possible, and it was the first 

game | worked on that 1 had fun playing tor the worse over a conilict of accreditation. 
“Randy ultimately shalted me in the credits. 
He took my name off the box and put his or 
Company policy was that producers do not 


cfter it shipped. 1 got kudos from everçone | 


a o 





knew and met, and [ve been asked for my 
cutograph, even by co-workers os late as 


2007 o 
i ME 


get credit on the box, and the whole fiasco led 
to EA eliminating box-printed credits. Breen's 


AMA version ol Road Rash was a simulatos 


BREEN'S AMA VERSION 
OF ROAD RASH WAS 

A SIMULATOR WITH 
ZERO GAMEPLAY 





im pe thanked | 
the enjoyment they had pleving the game 
end, to me, that's worth more then the money. 











| got into the industry to make products thai 
would have a positive impact, The alternative 





You ll never O ME dci | 
Medo AAA Lodi CJUAATIL ES ap iEms, 
believe that YOU However if you dig out your special EA- 
just flewr through designed cortridge today, give it a blow and 
| then stick it in your Mega Drive, there's one 
the cur at over aloring omission fFom the original formula, 
1H0Umph lemding which seems 
on the hanless other game in the Hoad Hash series, And 
P that s the lack ol simultemeous multiplayer. We 
COrpSe ota VODY asked Mey to explain. “At the time, it wasn't possible 
RR Ti civen the road elect md CPU power. We could've 

unfortunate given the 1d el nd CHU E y dl 
done it eventualy, but the game showed really well at 

fell 


the next CÊES and we all knew we had a big hit en our screwed in the credits and my bonus that rea 
' F k E oo , E = R ] i k ú 
That S amother hands. The [cancelled] SNES version was focussed me of. Ultimately. Hondy was promoted and not tl seams strange, then, that alter Mey's integral too innovative for a large corporation. My mission 














WwneSmn compared to CIITYy 





with zero gameplay, whereas 1 added virtually 
all the gameplcy elements. | focussed on a grea was really the tou Need To Get A Lite award because But since leaving his last post at Global VR in 2008, 
product more than personal issues, but it was getting anyone that worked enough hours to be eligible had no he has decided to go solo, | recently formed Carl 











ly pissed personal life, Unlortunately tor me, Rich was correct, Mey LLC so [ com create products that are just 
thin tha f akes on the two-plover view, and Rondy dressed it up to reprimanded, and untortunately this was part of the role in Road Hash s success, LÁ s upper management statement is to make great games, have a blast 
9 E look like there was overlap, but the split screen was political climate that got in the way ol a great product wasn t too keen on putting him in charge cf a lucrative doing t qnd make a ton oi money. | got the idea 
Road Rash based on the toct a there could be no overlap. tolow-up. Indeed, Mey's words paint a very dilterent when | was at Sega end | was supposed to talk 
SO good So it seems, throughout Roe eniia |d-month AS HARD AS this pill was to swallow, Mey's huge scenario. “As the number one candidate for becoming John Carmack into making Doem an exclusive 
k om E ; E | ] 1 | 
“e development cycle, the most explosive part oÍ contribution to Hogd Rash didnt go unnoticed by his the director oi technology | was puled qway from tor the toe Urive. But he told me that large 





the process was Mey and Breens tempestuous peers, and in 199] he was presented with EA's in direct involvement in amy Pç [| still managed A ns make games that are too politically 

relationship, something which Mey feels party house Fireman ol the fear award. We asked Mey to them, But | was mote involved in new technology. correct, a d ihat he'd Be back alter his qume was 

responsible for. “The relationship was strained from elaborate on e qt thús intriguing accolade represents. EA was a political nightmare. Às such, 1 had limited Esta on the PC and do a non-exclusive with 

the beginning because it was Randy's first project as “The award is lor the employees t hat had the most involvement in Road Rash IH as 1 left to work for Sega Sega, Nintendo or whoever. He was right, That guy 

Im pat o] Projects In trouk le. li ella du E tô the fac! before the EJATILE! E Em finished, The rule 15 tha [o le vida the sinartes! PETSUT I Errei RAD og the industry. 

ota mama. + nm aaa «e APRE AS AM ANA SAS At AA post atacama nso that, while | was on Road Rash, 1 was also Technical did not get credit unless they were on the project to hsther Mey con pull off a Cormack remains to 

=. Eercacdeda TE eres e a ee eres 2 rms ur rp Director for 30 more projects, both internal and the end. 1 figure the real deal is the original, and alte: as seen, bu! re es no denving the fect that Road 

ia =" erra A rn Rer external, Obviously 1 only got involved when things that it's just adding features to on already-hit game.” Rosh became one ol the most successful series 

sega went wrong, but [became the go-to person for keeping on the Mega Drive, with two excellent sequels 

anda oa RNA AMA PEDAE DALSENIDADE DANE PESA A EMENDAS | projects from tanking. Richard Hillemen told me that it AFTER ROAD RASA, Mey went on to work in as well as à mixed bag oÍ lolow-ups on the 3DO, 

a te di à E . Pa e — is o quo o CASES Ro ” Ea = va ar ana a sds raricus copacities flor a range o Fe companies including N&4 and PsQne. Bui when asked if hed make 

o am ae E E af ui dec ond Nemeco, amassing an impressive CV thai another náo game, he doesnt seem too 
includes designing the architecture for the Sega 32X enthusiastio, “T have no plans for a game wilh 
ema eramming the first FMV onto cm N64 cortridge. only motorcycles in it, but [ do have a concept 
that involves driving. 's definitely not a simulation 
because, Lo Ma, ONE thing 18 clear... recility sucks, 
so why make a game that simulates real-life?” 
But rather than end on a negative well finish, 
appropriaie!y enough, w rith Me s clo sing comment, 

While making HFoad Hash, | had no idea people 
would still be talking about if 

nearly 20 years later. lt was 


a priviege to work on, Most 








people work a lfetime with 





little or no recognition, but 


didn't take aname cnaboxto 


Belore eoch race, à soeen vould pop up with a bh ol banter 
trom one of your fellow bieees, or, sometimes, one ci jhe copa. Viper 
and Sergio appecred in ol the classes, although ge alaeys let a 
bit quilo ade Eron Eles chhecs Netersha ot her sbesd. 


ge more Troco Dognit Jon No 





leverimagined possible.” 
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ne Cheshire-hased developer Travellers Tales may 
now be best known For its slemw of Lego-themed 
videogames, but to retro gamers It will always he 
remembered for a pair of Saturn-hased Sonic The 
heduehog titles developed in close collaboration with 
Seca. gamesTe talks to Ee developers Founders to 
Hind out exactly how this partnership came to pass 


nE dente maia: ” GAMERS reached 

EE | itch over Sega s recently announced 
EEE Sonic ihs Hscgshog 4 a great deal dl 
scepticism LE TMIiS from relro fer! : who have had 
their fingers bumned by the Neseu too many times, 
nie its ss to see Sonic Rush developer 
Dii mps taking the franchise back to a more digestible 

1D format, memories of the 2006 reboot and Sonic 
Unle Ec d still Fdpaso in the r ind, When it comes 
to making ci Ei ne Dm Mario 6d is 
unquestionably the first ais example of how to 
do it correcthy. Miyamoto and company perlectily 


retcined the key elements that made the older tiles 
EH E | 
2 na 


so appealing, while E a fresh spin on the 
nconmamma a E] ; g cs E = RR 
E nua na a. | formula. It was no mean feat, cnd Sonic Leam simply 


mm mom hasn't enjoved the same success, us rea has 
grown increasingly Fe over broken promises 
to return to the series roots and fai ures to make 
amends for past mistakes, 
' segrs other recent misfire Golden Axe: Beast 
au jer proved, developers cant shoes-horn an old 
rmula into a me dem paradigm. ft ecirto beca 
su 3. Regardless of how much currem ppa 













18 sil hold ri hs os tc gi as gamers, his is not an 
ini ator of quaranteed sales. It's the common case 
of tr yin té fit a square peg into a Tí nd hole, and 
Es É do À E = many cublishore fall into the same a jpsestting the 
hai ' q lanhase and crítics in the pre ess. No matter how 
much de dai try, Ra ce simply doesn't want to 
exist comiortably in the third Ei Sh. Tá an Feia 
| to ide rstond the conundrum, pniiersao Qught 
“m aaa a, | E with the first Ee taskecl with attempting the 

a EL da Sesi Cheshire-based studio Traveller's Tales. 
x | Established in 1990, the develop: equie kly worked 
clongside several big name pu ubli dhos , including 
Psvagnosis and Disney. | alhy loimed Mega 
Drive tiles such as Pee Meu ni and Dizzy 
inspired puzzler Pugagsy would give the CONTINUED >. 
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studio significant pulling power. By 1996, the 


launch of the Saturn spurred the team to think 
beyond the 16-bit era and weigh up its prospects. 
“We had started work on the PleyStati on and we also 
wonted to work on the Sega Saturn” explains Jon 
Burton, founder of Traveller's Tales. “Sega actually 
approached us and said they would love to work with 
but wanted us to make a 16-bit game lor them. 
We said no, we want to work on the next-generation 
of hardware. They said it would be a Sonic game, 
we soid Oh, that 16-bit game, no problem!” So they 
ao to us. Were very lucky: in the 39-plus games 
vreve made, we've only had lo pitch three times — 
every other time the publisher has approached us.” 

The game in question was Sonic 3D Sega's first 
attempt at bringing their mascot up to speed wilh a 
rapidly changing industry, It's something of an oddity 
in that it used an isometric viewpoint instead col q 
tulky three-dimensional world, yet at the time it blew 
a lot ol gamers covay. With the Mega Drive's technical 
limitations in mind, Travellers Tales had to realign 
their approach to get the most out of it. Jon continues, 

“Wa had to develop a complately new way ol using the 
Mega Drive. We employed every hardware trick in the 
book and invented several new ones. Every graphic 
and animation in the 
using a program called Soltinage, and we 
had to develop complex colour reduction tools 
to allow them to still look good in 16 colours, 
end soon Although it was an enjoyable cond 
technically impressive title in its own right, 
the switch in perspective left Sonic 3D leeling 
distanced from the series. 

While the game was visually appealing, 
porticularly the bequtitully rendered intro 
sequence and bonus rounds, the graphica! 
sheen could not distract gamers irom the laci 
ol blistering speed that Sonic had become renowned 
lor, Classic elements such as speed ramps and loop- 
de-loops remaineda, but with a drastically reduced 
speed limit. Rather than a ya race-against-lhe- 
clock format, players 1 tasked with rescuing 
Flickies, small birds trappe ed inside Robotnik 's robotic 
minions. By delivering a certain number of rescued 


e game was 3D-rendered 


One port Morhia Medness, one port Sonic The 
Hedgehog - Sonic 3D in q nutshell, 











birds to a ring gate, Sonic would be granted passage 

o the next stage or boss fight. 1 was a simple format, 
but one that provided a real challenge across several 
colourtul and brilliomtly realised zones, 


BURTON EXPLAINS the painstaking process 
of creating such a powerful tile on what was fast 
becoming dated technology, “The fact it was in 3D 
added a huge level of complexity to every aspect of 
the game. For instance, with every other game you 
would store all the graphics for a level in something 
Video Ram (VRAM) but 


complexity of the graphics neede 


called because of the 
needed we had to slore 
them in the ROM and download every frame in VRAM 
lor every graphic used. This allowed us to quadruple 
the amount ol graphics we could put on screen. Às for 
Sonic himself, all his animations were storedina very 
compressed format ond then decompressed irame- 
by-frame so we could successfully store all the 3D 
angles ol his animations. The linished game maiched 
the initial design very well, The only thing we dropped 
split-screen two-plover, which we had working 
but we would have had to compromise the graphical 

standard to include in the final rele 


WCIS 


Ta E = 


WE HAD TO DEVELOP 
A COMPLETELY NEW 


WAY OF USING THE 
MEGA DRIVE 





kt may be 15 years old, but even then Sonic 
3D signalled a significant change in the direction 
of the series. Speed was no longer the unique selling 
point, instead replaced with rescuing captive Flickies 
Regardless, the title was a functional, well-presented 
addition to the series thai dodged a lot of the camera, 
setting and controlis 
the 2006 reboot and Unleas! ed. Sega is 
this trend, with Capcom sequels Bionic 
and Final Fioht: Streetwise also quilty. These are two 
fine examples of colourful, enjoyabls titles that have 
been repackaged as dark and gritty to pander to the 
current generation. The perlecily honed gameplay 
of both original titles simply did not translate into 


ues present in Sonic Adventure, 
not alone in 
Commando 


the third dimension, and left ihe modern re-hashes 
lesling almost alien by comparison, 


015] 7:63 
DDD po 
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JUST 
Traveller's Tales 
again, 
scrolling plattormers 


A TEAR alter Sonic 9D sow a release, 
deve onic H or Saturn. Ônce 
the formula was far nora from the gide- 
ot old. Remarkably. although 





oped & 


it was a racing title, the developer still managed to 


retain some essence oÍ the 16-bit series, rocting the 
game in the world of Mobius and keeping the same 
“Wewere making 


while a team in 


sense olspeed Sonicwas knownfor. 
Formula | for 
the Us 
reflocts 


Sega on the Saturn, 
was making the first true-dSb Sonic game, 
to the Xtreme). TI 
wasn't going well, so Sega suggested that we turn the 
title. We had only just 


wo d done a basic 


Burton (see Cancelled.. 
Formula ! game into a Sonic 
started the Formula | game E track 
ond 3D object renderer - so we swapped it to Sonic R 
hence the racing theme. We only had six months to 


get it done, having never used the Saturn betore, so 
that was a tough deadline” 
“The cÉ bits 


in terms of chips qnd processors. It had a main 


Burton continues, Saturn was a bag 
processor, an identical 'slave' processor, a playheld 
chip — which was a lot like a SNES with playhields 
ond a 3D-style, Mode 7-type mode - and a polygon 
render chip. The latter was fairly inefficient compared 
to the PEX, as it overdrew pixels in a single polygon 
draw, meaning it wasn't as fast, and you couldn't do 
tronsparencies on a polygon. This was a significant 
limitation. We wrote all our own tools for Sonic A, with 
the exception of Softimage, which we used to build all 
the models and tracks. 
The game brought together several elements from 
the classic series, such as speed pads and elemental 


shields that allowed players to skim across walter 


or attroct rings like q magnet. Unlike Sonic & Sega 
Ali-Stars Racing, competitors such as Sonic, Terils 


ond Knuckles competed on foot and could make 


use oí their unique abilities to get qn edge over the 


competition, Random environmenta! shifts such 


"qin and snow could also alter each of the five tracks 
without warning, foreing players to shift their racing 
lines to maintain a lecad. 

Travellars Tales has perhaps come closest to 
successfully translating the Sonic 
Neither Sonic 


but they at least did an admirable job ofimplementing 


formula into 3D. 
30 nor Sonic A may have dated well, 
the notoriously tricky 3b camera, “Sonic 30 is now 
over lá years old: doesn ttime fly? The Temptation, and 
we fell e it in some of our games, was CONTINUE 









Pugg 


to his 


Ee Gd by The Oliver Twins' Dizzy ser 


2 VET 


sys blend of plalforming and item- 


búsed puzzles proved a hit with gamers. 
The story of a small alien overcoming 
a slew ol weird « 


“hallenges to get back 
bome world could have sustained 
cil sequels, Sadly, a second game 


never materialised. Interestingly Puggsy 


| (1990) 
Although Electronic Arts ported Leonder 
to the Mega Drive a year later as Legenda eny 


was o 


Of Galahod, the original game from 
Troveller's Tales was a neat mix of side- 
scrolling platforming cmd fantasy combat. 
Best described as Hastan-meets-Shadow 

Of The Beast, Leander was a strong star 
tor tha young developer. Keep an eye ou 
tor O 


comeo from the Killing Game Show 


robot in the final stage. 


nur a ga o: 


o gm Ph o 
Li 7 


cnok 


ne ol the first c 


ture in-built piracy measures thot scolde 


one plaving an ilegal copy. 


o (1994) 


é a 


Much like Warren Spector 's forthcom- 
ing Epic Mickey, this reverent title runs 


with Disney history. Ployers had to 


guide Mickey through time to meet with 


ortridge tiles to fea- 


dl 


tus past iterations. From his 1928 debut in 


Steamboat Willie to 1990 fegture Elm The 


3 DRACULA - Prince and the Rauper, there was a sweet 
Ive (1992) nostalgia to this title that still warms the 
The tecm's first licensed title, Dracula heart todery. 


was released alongside the Keanu 

Reeves and Gary Oldman horror flick, 

While the film went 
awards, the game 


on to win done 
g fared worse, with many 
pleryers put of by the harsh difficulty 


and unpredictable 
enemies. Whila 


it's not their o 
best effort, =” d 
the skill of á 


Troveller s 
Tales was 


Ho 
evident in its While 
visuci trickery, in the : 
tor which the be ap 





studio would 
becom E 
diniacado 






= mm  J6&-bit power ai work, and a fitting end 
y to the developers short but impressive 





(1996) 
this Disney-Pixcr tie-in was released 


same vear as Sonic 3D il has to 


plauded for its visuals. Traveller 's 


Tales littered each stage with 3D shapes, 
detailed textures end Uuid conimation, For 
the time, this was a perfect showcase of 


a Mega Drive library. 
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IDENTITY CRISI 


Five classic series that made a bumpy leap into 3D 


CASTLEVANIA - N64 (1999) 
: E A » AS MUCH as Konami tres, 3D Castlevania 
O) ae goi | titles have always fallen way below expectation. 
The murky textures and uninspiring locales of 
the Nintendo 64 ellort made it a sour experi- 
ence for ERUCTEY long-serving tans of the series, 
while subsequent PS2 eflorts only prolonged 
the agony. Perhaps Hideo Kojima con work his 
magic and make amends with the forthcoming 
Lords Of Shadow. 


ALTERED BEAST 5” 
E SEGAS 5 TRATEGT to revitalise lts classic 
a q ' 


(2005) 


back-catalogue meant nosta 
left reeling by this shodc E 
The developers took the title literally, Rc 
the classic side scrolling beat-“em-up formula 
bevond all re ognition. With a modern twist, cut- 
and-paste lead character and shocking visuals, 
this is up there with the worst oÍ them. 


= = =| .JJ JJ JualiJ ai uLJJHas Jian JJ qJHaaJugcJJciúõc— 


abaundas COMMANDO — Xbox 360, PS3 (2009) 

RM ao) w Pr O WHILE NOT A terrible game by any measure, 
L. a % Re aid this seque! removed the colour and character oÍ 
ee: the 1987 original and replaced it with a murky 
palette and a ludicrous plot. Where the original 
placed Nathan's bionic arm movement as the 
selling point, the update combined shooting 
ond swinging to create something new and 
oniginal, New and original wasn't what most 
people wanted from a retro update, however, 
ond Grin's game was met with mixed review 


E SHINT ENTERTAINMENT'S classic Mega 
Drive titles are long overdue another modem 
sequel, but its ecrsy to see why developers RLCIy 
be cautious alter this lacklustre effort from VIs 
Entertainment. While the game showed promise, 
à suftered a great deal in development hell, 
resulting in a buggy and generic experience. 
While the zany humour and ludicrous ensemble 
cost remained, the game simply couldn't stack 
up against Super Mario Ed or Banjo-Kozoole. 


CONTRA: LEGAC T OF WAR - PSOne (1997) 

» DEVELOPER APPALOOÓSA really dropped 
the ball with its poor attempt at modernising 
the Contra series. Gone was the precise 

and intense platforming experience of its 
predecessors, replaced with a clumsy isometric 
viewpoint and bland visuals. Amazingly, the 
developer would sink to deeper lows with the 
tolow-up, C: The Contra Adventure. lt was only 
with Contra 4 on DS that Konami remembered 
what made the series sc 





supporting characters like Toils and Knuckles 


unlocked bonus simges if players had enough rings. 


to let the ploayel control the camera. This has 
two problems; first, it's q whole other analogue 


asd to WOTTY cabe out and, ae Raa, | it is Pisa EE to 





be doebingd in pela de F E Wrong ns ction ar fe 
time. Ifvyou ploy our Lego series o! games, we contro! 


the camera for vou and it allows lor a much more 


consistent experience, fou should alwerys know whoa 
POLI should be do Únd and where Vou should be Jo ATIO] 

next. In its 2D form, Sonic is played at such speed and 
with such focus that allowing 360-degree control ol 
but 


was doing it, so Sega follow 


EMT 
Evo 


rvone else 
a. 
pecutitully 
the 


ond so da lot ol bad cameras 


comeras just wasn't the right move, 


porticularhy Merio 


now 


Ee E 


Also, | dont think people realised 
clever 


SO E ol 


due to masses hidden complexity 
Mario Ccomeras wera, 


made it into games as people learned otherwise 


WHILE BOTH titles felt conon, they sacrificed 
speed in the name of graphical sheen, particularhy 
sonic H, which was developed with the limitations ol 


Saturn hardware in mind. In order to create a true 


sense ol speed, Traveller's Tales had to rely on a 


great deal ol visual trickery. 


“fou can play with the camera 'fisheye' to enhance 


tha spa of speed in a 3D title” explains Burton, “Tou 
when you hit and the 
irini and stretch. The 


SeSms tô & 


+ Crê 


SE JO USL 


ita lot in racing games 
auf in the distance 
downside is the character or car you are playing as 
tends to start looking distorted, so it's a balance. The 
how ler vou could 
had bad 
pop-up because of the lack of polygon fading, but we 
Rio 
our polys cut onto a nice sky map, 


mein limitation of the Saturn was 
draw into the distance. Most Saturn gumes 
found q id Fr É É | bus IL] the MELrCW dra om Sono 
tade 
which really helped.” 


allow us to 


Despite gaining a strong cult follo Wine | and a 2005 


25.9 


Er 
+«QHechon, 


c Gems É 
Ve talked 


“The 


re-relegse as port ol the SON 


[11] 


cr sequel to Sonic HR never materialised, 


about it, but nothing came ofit. Burton recalls, 


soturm wasnt q huge success as a console, and 
Sonic H was one of our lowest-ever-selling titles, so 


we were moving more onto the Sory Playstation. Also, 
[| think sonic Team was working on the Sonic title for 
the Dreamcast as part of the hardware launch, so 
versions ol 


So with the 
untortunate decline in both sales 


having a team in Japan to work on early 


the harciware would have been essential. 


Saturn facing am 


and fans, and the Dreamcast on the horizon, the 





“Environmental effects ewitched vp the 
gameplay aí random in Sonic R.º 


to 


DO Ex fuce ua 
THAT WE TURN THE 
FORMULA | GAME 
INTO A SONIC TITLE 









developer looked to new opportunities within 










the industry. 

Using its close relationships with licensees 
such as Disney and Pixar, the studio would go 
on to create a sleww of movie titles that bucked 
the trend of the lazy tie-in. Aimed gica ely at 


the childrens market, bright end colourtul games 


like Finding Nemo and The Chronicles Of Narnio formed in 1990, as well as scooping two BAFTA 
captivated young gamers everywhere and allowed awards; ones for Lego Sor Wars Il The Original 
the developer to carve out a perfect niche, Trilogy. and Children's Videogame oí the Year for 
Lego Batman. À has almost become a regular event 

IN 2005, a merger between Traveller's Tales and | for gamers across the world to speculate which 
publisher Giant Interactive would see the duo operate franchise will be up next for the plastic treatment. 
under the new name ol TT Games. Shortly alter, the While the tontastical notions of Lego Call Of Duty or 


Ego Sterr WH& Srs wo 


É E 


Darf 


enero that i dd be bom, 


HE] 


amassing à grand te tal of 5 million coples 
The runawoy 


would cement the 


S ali across multiple formats. 


success ol the 


CJL ANTES 


josiion as q force to be 


st in the UK 


on a global scale. Perhaps the 


developer's 
reckoned with, not ju 


but also 


biggest success of this particular game is 


that il E to both children and the 


gamers with fond memories ol the 


something that is 


aid! ni 


Mmóvia Series, [| Iray's 

















incredibly x 





Following 


o law 





of success with Lego Star Wars and NI TIA] 
Indiomna fones, Warner Bros 


Fears 


- snapped up Founder 


TT Gomes in 2007, lhe move led to the 


development cf Lego Satman and the assured mega like the L 


hit Lego Harry Potter: fears I-d with a third Siar of that series sold to date — so we would apply that 
Wers tie-in not too tar behind, With rumours currently formula to Sonic. Sega, if you're reading..." 
eirculating online regarding a Lego Lord CH The So there vou have it; Lego Sonic The Hedgehog 


Bm] 


Hings crossover, the dev o cia plastic empire looks 


set to expand even further in the near future. the VOCES 












Ai 
whopping 


go Who Wants To Be A Millionaire? may seem a tad 


Ego quites "Vo make 


could conceivably happen aí 
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the studio has amassed a 



























presenl, 


sales since it was 


BU million game 


far-fetched, the teams to have the ability to 
make any possibility a reality. 

Alter all, development studio 
that 


challenge ol 


this is a 
take on the 
into 3D foi 


Come 


will come 


was brave enough to 
rd nsla (IT E Son JE 
the first time, 
full 


title devel 


Perhaps things 


circle and we may see another Sonic 





LE ed by TT Cames somewhere 
the things 


definitely happened. On that note, Burton 


down line - stranger have 


“TE we were asked to creata the 
fully-3D title, q 


t much more along the lines of our Lego 


concludes: 


next Sonic would make 
titles, mith very controlled comeras, People 


with 30 million copies 


SOTINE is mn 


tó come. You read it here firs 


ne 
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Final Fantasy IV was only just the beginnin 





of Square's rise to IRPG domination. 





| the pires 








Hironobu Sakaguchi 
Director 

Takashi Tokita 

Lead Designer 
Yoshitalea Amano 
Character Designer 
Nobuo Uematsu 
Composer 





ofc a genre maste 


HE WITH FOURTEEN MAIN entries, plus 

E os. CRS Pan SAR RR 
mam couniloss sequels ana spin-ofis, which 
HEM addition of Final Fantasy con be considered 
the most important? The first is a strong contender, 
since the series simply wouldnt exist without it, Final 
important for catapulting 


the series into the modem 


Foniasy Vi is obviously 


age an a introducing 


the genre to a global qudience. But, for our money, 
its 199ls Final Fantasy IV that may well be the 
defining moment in the frenchise's evolution. It was 
the first to redefine the JRPG as a more linear, story- 
Bottle 


otherwise 


locussed genre. It introduced the Active lime 
which added new 


stendard combat, and 


system, strategies to 
went on to dominate the 
And it was the first to put 


multitaceted 


series tor [EI VEGIS. 


you in control of proper, characters 
that would actually change as people, shaped 
by the events of the unlolding narrative. 


But 


achisvements for now 


enough abcut Final Fantasy IV's 
r Let's do back to the star! 
and ses how this landmark role playing game 
came to be. The year was 1990 and Square 
had just shipped Fina! Fantasy WI for the 


Takashi 


t the com DHCITIY ds q 


Famicom. À young ga named 
Tokita, 
programmer on Had Racer belore contributing 
sound effects to FFIE lound himselfin : 
firs ts Sup HST Fa Imicom entry 
s | did get a credit tor the 
at wasnt my 


who had started a 


"horge of 
the series s lego designer, 
sound effects in 
“ Tokita 


and | was 


“1 ques 


FF, but th mein job, clarifies. 


“Twas involved in graphic design, also 
responsible tor jotting down ideas, drawing up images, 
[was kind ol involved in every aspect oí it: whenever 
| had some spare time on my hands | got involved in 
until 


wos working as o paritimer at the company: [1 had 


whatever was ovalable. Up Fina! Fantasy IH 1 


joined a theatre troupe and | worked on FF as a 
paritime job. But, 
o be : 


Dino with Fina! Fantasy IV, | 
a tull emplove ne CONTINUED >. 


got em ofler 1 aci 


piece 









Girl: MHy 


so my 


drogon Fell 
did too... 


mom” 5 


Eri CT 


0444 Fight 


Solu Item E Tokita has trken many roles in the development ot FFTV, even 


including voice acting m the Japanese release of the DS remake, 


" 


E= 


A ” E 
1) 


4 








1907 


2004 





FloatEyve 
Eog le 


130 
200 


Kao in 
Ceci 


“E The GBA pe er FEV had some inecratino changes, 
os Tokito exploeines “There vos d new leoture where vou À 
could change up the party with living members. That was 
something we always wanted to implement” 2222088 
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E The US release cf FFIF was re-branded as FFIL as the 
previous games hod not been relegsed there. K didnt come to 
the UR until much loter, im the 2002 PSone release Final Fantasy 
Anthology, which contained both FAV md FFY. | 





ssssssssisisisisisissso: BEHIND THE SCENES FINAL FANTASY IV:::: 


FROM THE 


dl This one is the oldest 
Fine Fontesp E recilhy like. 
It isnt as dry as previous 
games, and to me it was 
the first game to get a bit 
of character. It's the first 
great Final Fantasy game. 
| think it laid dowm the 
template for all FF games 
structurally up to IX. 


Posted by: 

TOUS THE CHOSEN 

dd Oh, 1 remember FFIV. 
That's the game where 
your character sprite ques 
trom super-cool looking 
black-armoured knight 

to white-haired ladybor. 
Golbez was probably the 
first distinct vilain of the 
ecrhy Final Fontersy qumes, 
and one of the best too. 





Posted by: 

RADIOFLOTD 

ad FFTV was a great game. 
| remember quirky things, 
like doing a side-quest for 
a spoon which could do 
9,000 + damage. Ând a 
room in the dwarl castle 
where you could battle the 
real game developers. 





Posted ly; 


BOB STRO 

di 1 reclly liked the very 
the cast changed so much 
throughout the geme, and 
you were always getting 
people in your party with 
new moves to try ouí, 








ad FFIVis home to the 
hardest RPG boss fights 
Ive had. There was one 
guy who would switch the 
effects ol black and white 
magic; you had to predict 
when his tum was and what 
he would do. Ând the guy 
after had a cape where you 
had to use the steal move 
to get his cape open. It took 
me ages to figure that out! 
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Of course, this new emphasis on storytelling had 


the ellect oí streamlining the game to the point 
FuSofa: Evil in our minda a F 
: E where exploraton was wrtually non-existent and 
will never disappear 7 


He ol] have both evil 


Meteor dhower 


customnisation was limited to just the equipment al 3AME TESTING CAN bs juous process on any game, but on dorelio 


É oigtar | Lili 


midias ias Mit E agia TU ar mta 
in our mind, your characters. But Final Fantasy IV was certainly “il even begem tó alleci ga team's ability to take care of personal hyqjene, as Tolita 


= mn sa — not without a sense cf st OLE. lts most important ecounts. ve mero at the end ol the test seriod. [sent home, [took a shoe! 
SORRIA 
| : Ne pI A] VI * da Battle system, which completely revolutionised the just some my jous bug that had come up in development. W e tigured 

Í j ' da 4 ] | ' Es dl Í , k 

Ri ' 9388-9999 q S NT PES e IM E way RPG combat functioned. Previous Final Fantas) the issue was; it was something with the song data, where it was senti 
| 9018/9999 JE RIR ESSE | JE] f games wol ked much like the Dragon Quest series, in loesina E nothing would come out. Something was wrong with lhe 8 sonda ie E 
Item É! 9291 9999 pa | ihat they were purely turn-based and could become | se] 
Ni a = =, i 


SE03:/9999 The original cm localksestion ef FEV lecves | | 


a lotto be desired, Jta much more deshed out card |) 
engaging in the subsequent remales. [Sn 


innovation was the introduction of the Active Time ema when Lao! back iha screen wcs comnlet À nothing was mevim 


d gone home, we had to connect F to a bunch of dillerent * 
quite tedious in the length of time they took to ploy. But and plery each cf the songs through to check th were in line with 










in Final Fantasy IV, Square tweaked the system so that he game. 





it was based more on the speed of each character, could take a showe 
Commands were still entered through a menu, bul 





; com e , and so [| bacame a game designer dedication, "Back in the day, obviously 1 was involved would plory out almost in real time as characters 
ond FFIV was the first job 1 worked on fulltime in the scriptwriting,” he confirms. “Connecting the became ready to perlorm them. Unlike true turn- meaty version ol the story” Thia editing exercise 
“Bock then, “Tokitas adds, "Iwas involved in graphics, game through the script was my crea, that was based games, this meant that you were constanily has led many to ingccurctely assume that entire 
| and then | was given the tile of game designer, H my job, Without that, and without that pressure, the angaged by the battles. Get distracted qnd you could sections ol story are just waiting to e Ensertód 
| 


was a lot to deal with al ol a sudden. Im kind cf game wouldn't have been developed, so thai was a lecve yourself open to altack. Fail to input commands into the game, and some have urged square Enix 


surprised that Hironobu Sakoquehi, the director at great experience on my pert. À was tlesestina for ir end you'd just be wasting valuchle time, to add them into one oí the remakes, but Tokita 
the time, gave me all that responsibility." The me to be able to create the seripl remains against the idea. “TT we went back and 


ES 
















opportunity presented to Tokita couldnt have and be able to bring it cill together The inspiration behind ATB is perhaps the most implemented that, it would change the whole 


had more potential, The first three Final irom the players stondpoint. unusyal in game development history. Às the story experience. wouldn't be Final Fantasy [Vemy more.” 








o | Femtasy games had all proven hugely populer Back then I only went home goes, fIIV's plemner, Hiroyuki Itoh, got the idea when And who would wont Final Fontasy IV to be any 
in Japan, while the US edition of the first once q week, so the rent was watching a formula one race, seeing different? For many it was the Arst game 
| [] E [7] À E 1 a 1 1 
game had just been relecised thal year, mo kind ol a waste, he adas mith a the way some drivers would overtaka in the series to really grab them and 
] pa r E ” q 8 
Final Fantasy IV would be released there as chuckls. Tokita certainly put in the ema even lap their opponents. n Final prove the worth of the Japonese RPG 
its direct follow-up, Additionalhy this was the hours, ond it shows all the wery through Fomtosy IV this translates as hai speed cf style, and it has therefore become one 
first game in the series to be developed for Final! Fontoesy IV. Previous games in each character relative to both their allies oi the most revered SNES titles made. 
Nintendo's new super Famicom hardware, so the series may have featured story and ma enemies. The lastest characters are E you want lurther proct then look no 
the team would be able to create something cheracters betore, but only in the looses oten able to act twice os oltan as the turther thon the tact that this is by dar 
even more impressive than any previous entry. possible sense oÍ the words. Characters slower ones, while big spells can take ages the most remade qnd re-relegsed Final 
to cast, forcing the mages to ellectively Fantasy game ol all time, having been FS 
“The biggest diflerence between the duck cut of battle for several seconds. It's ported to the Playstation, WonderSwan oa DO ei 
Famicom and Super Eemicom, “ says Tokita, a masterstroke that forces you to really Color and Virtual Console, and remade Pele 
“was the memory, where the ROM and CPU consider the properties oi your porty and in many different forms for Game Boy | | 
both d The A E od hin à ns | bl PEP Hiroembeki Tanaka, Leco designer ol 
nm - GE =] = iara — % À ESTE id =) mma E ar O =] . asp o à FSP = em, pel E Geo E 
Soth increase e number of characters make caretul decisions, weighing time Laad Designer Advance, Japanese mobile phones, PS FIN and later head of FFXT and XIV 
r 14 0 ] ] i F 
that you could push out into the game spent against the potential damage deal. ond DS... almost all of which were cas oráginalhy muscnt to chesigm FETH 
! à : 1 a rm t O POMEA ROL EMMETI 
increcsed, and the elfects that were made While sheer inspiration can be credited for some sroduced under the careful supervision of Tokita can gr 
11 das ' Ê EIS ELLUS | | NVNELE 1 : É E Let SH ME | MES E =| = BIRRIS E A = Li | À Md 1a | 14 Lost) RI! k | become the Secret Of Mona project. 
possible were expanded. You could get bigger of these accomplishments, Final Fantasy IV, like himsell. It's clearly a game that remains close to 
elects. The memory size pleved a big role most great games, was made through great effort the designer's heart even alter vecrs of working 
| 


] 


in the effects and sou a that were possible and iteration, ond, as Tokita explains, even some ol on other titles. "Of course, there were a lot cl 


in Final Fantasy IV These technological were mere archetypes; custom-named by the the greatest struggles eventually resulted in a more people involved in the project,” he concedes, "but 
advancements enabled Square to create a richer, player and chosen for their class and skils, polished product. “When we initially wrote up the to bring the tile together on my own, to finish 


more detailed world, with characters that had more they were depicted as generic warriors on an even script,” he says by way of example, “there was a lot up was a big thing Em proud of. 1 connected the 
distinct designs — both essential fectures flor on RPG more generic quest. But in Final Fantasy IV Square od long, extended dialogue. We had to cut il down maps, established the event scenes. When you 


and Tokita is quick to praise the role ol the Super introduced a more guided narrative experience to about one-fourth of its original size. wasn't like put it in movie terms, it was kind of like being a 


Tellak LA 


Famicom 's unique visucl tricks in FFIVs design. “1 in which main character Cecil was anything but trimming it down; we had to cut out big chunks cameramean and cn editor at the same time 
one-dimensional, Starting ol as a powerlul dark ol it, But it kind of made it more of a condensed, | helped me be really confident in myself,” 
variations increased with the SNES plettorm and that knight, Cecil defecis from his army alter following 

it also had Mode 7, which allowed for rotertion of the questionabla orders from the king that result in the — 


perspective, the world, Which allowed Square to sigughter of a whole town full of innocent people. From 





quess the two biggest aspects were ihal the c 


crecte a vast overworid, which appeared to expand there he embarks on a personal journey that literally 





out far over the horizon. “Boy that takes me back," transiorms him as a character, a quest lor redemption essa 
a he adds alter recalling memories that have probably that bucked previous RPG trends by portravying an EA al É, ps E 
lid dormant for the best part of two decades. initiclly flawed hero rather than an idealised one. 
Arvene who's pleved the original release of FFIV Tokita acknowledges that RPlas betore FHIV were 
rather them the memny remakes that have appeared in mainiy about tha freedom ot openswvoria exploration 
recent yegars, will know that graphics weren' really the end discovery, but that this contributed to an uniocused, 


game s strong point. lt looked more like a slightly more sometimes conlusing, experience. For Final Fantasy 


BD: 1920 
fem dd gd] ABA] 


] Ea poa E Ê EF : 1 [ E Ê E E ir F E É 
detailed NES game than the big and bold imagery IV he was inspired more by the editing of movies, percar misma dio | Eessecfnti 
maçã pe E á E E q aa a ig | à 
mm of 1994's Final Fomiasy Vi Rather, FFIV's emphasis ch allowed the team to create a more dramatic Eis Li 
. - = was well and truly on its story and characters, tale that irequently escalated in excitement, right up 


; e which Tokita personally oversow with great to its incredible finale on the surlace of the moon. 
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IMAGINE FOR A moment... 


you'Te having an 

amazing dream. foure getting a spectacular 

massage from a sexy companion in a 
luxurious hot tub, and everything feels so incredibly 
wondertiul, and its getting better, and ils getting 
better, and just as its about to get unbelievably 
good... you wake up and realize there is a leak in the 
ceiling and you're soaking wet. 

Hindsight is 20-20. A long time ago (in a Galaxian 
tar far away) we launched a new medium at a time 
when the world was hyper-accelerating toward 
total media saturation. We not only created the new 
frontier but we did it on camera, in the news and in 
front of a worldwide audience. 

A revolution was happening all around us and we 
were too absorbed in the whole thing to actually see 
what was going on. And then it collapsed around 
us, leaving us knee-deep in ashes. Did we see il 
coming? Eventually we did, but usually, when we'd 
look up at the sky, we were so focused on the falling 
manna we wouldn't notice the rain was washing oul 
our parade. 

Iput out a call to my compatriots of yore and asked 
them to share two moments from our collective pas; 
the moment they first realised that games were going 
to be huge, and the moment they first realised things 
were going down in flames. I heard from people who 
planned it, people who manned it and people who 
cought the teil end simply hung on, Together they 
represent all phases of the first console lifecycle, 
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Designer o! the Year Rob Fulop, center, shôws off his giverd as FERE 
£ Laura Foti look on, Fulop 
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We all saw it from different angles because we 
were very dillerent people coming from very dilerent 
places. And that diversity of perspective and 
orientation yielded two marvelous outcomes. The 
first was an exciting new medium, which launched 
an incredibly dynamic industry. The second is this 
very article. 

Where do we start? How about with the men 
who started Atari, Nolan Bushnell and Al Alcorn? 
Bushnell was the first to see it coming by a long shot. 
“K may sound silly, but | knew that it was going to be 
huge when | first played Spacewar! in 1966, in the 
University Computer Lab. 1 knew that the technology 
would fit in the Amusement Park where | was working 
summers. What I didnt know was that | was going 
to be a part of it. became clear at the September 
1574 AMOA show [Amusement and Music Operators 
Association, the original E3]... other companies were 
content to copy us and were not developing technical 
relevance. | knew then that Atari could become 
dominant: Clearly, Nolan knew à would be big, he 
just didn't know how big. If he had, he wouldn't have 
accepted $28 million in 1976 when the company 
would be worth a billion a few years later. 

Al Alcorn also saw it in 74, but in a different 
venue: “The first time | realised that video games 
were going to be big was when we were on a cruise 
boat on Hakone Lake in Japan in 74, taking a day ofí 
from business meetings. And there was a ball and 
paddle arcade videogame on the boat. 
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Rob Pulop proudhy showe cit 
am ecly Imagic classic. [E 


k seemed very exotic and out of place to 


have e suga. o a agi I then did 


an impact on va ER culta!” 
ta o OR everywhere NR off 


Es Crane. , saw chá Atari Video 


System in every store s electronic section back 


W Todirçã says, 


in the mid to late Seventies. It was always 


great to go to Sears and see the latest Z600 game 
cortridge being displayed on a Sony [Y where you 
could test drive, 
was pumping gas in my car, and at the next pump 
over two people were discussing turns in a maze.. all 


| could think was, Everyone is playing games now!” 


Grace actually felt surrounded. 


JIM HUETHER KNEW à from the games we 
were making: “The first time 1 knew the videogame 
business was going to be big was in 1978, as | was 


finishing Flag Capture tor the Atari 2600, [ could ses 
that the game, as well as others being developed 

such as Breakout — were addictive and lun, and 
people would play and replay them for long periods 
of time. 1 knew then it was not going to be a fad.” 

Others recognized it from changes in the 
workploce itself. Marilyn Churchill (lhe 
first digital artist in game history) recalls, 
T first realized that the game business 
was going to be huge when 1 suddenly 
noticed that there were lots of strange men 
in suits touring our halls, Being introduced 

> Steven Splelberg was another moment, 

as was being sent to New Tork to meet 
with The Muppets, and to LA. to talk to the 
Disney folks. 

For coin-op programmer Orren Rubin, ittook a little 
jonger, "For me, | quess it took a while to realise thai 
games were going to be really big. 1 joined Atari so 
garhy in its life, and as my first ig right out of college, 
[ had no idea what big really meant, because | 
watched it continue to grow and grow over time in 
smaller s 
Communications started walking through the facility 
on a regular basis, and we all had to put on dog-and- 
pony shows to look good so they would buy us, | knew 
we were becoming big. Being invited to speak on 


teps. But when a large company like Warner 
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| WAS SEEING PAC-MAN 
CRAP LVERYWHERE; 


E TV, PRINT EVEN A SONG 
EA SIDAZID) O 





Newton's Appie and other news shows was a 
major clue for me as well. 

Murphy, the 
e, “It was pretty clear that games would 
be big when, haltway through the Pac-Man project, 


To conimator Alan signs were 





some guy 
at the office for some event: 


in a wegrable Pac-Man cutht showed up 
a really serewy-looking 
outht with the guy's head in Pac 
dot. It wasn't long alter that that | was see 


Mor 's pm like a 
ng Pac-Man 
crap everywhere; TV, print, even a song pus video. | 
still have that ridiculous video. Maybe it was because 
[was working at Atari on the game, but it seemed to 
me to be everywhere I looked. Then the suits and the 
money arrived.. 

The media seemed to be the key for programmers 
like Rob Fulop (VCS) and Ed Rotberg (coin-op). Rob 
“When 1 saw my first Demon 
Attack commercial on TV. Then 1 knew it 


remembers, 


was Big. Rotbergs recollections cover 
other media outlets: “I guess | first really 
realised that the games business was 
going to be big when a number ol us gol 
intervigwed for the Smithsonian Megazine 
end ÁAteri would not allow the author to use 
our real names. It was also around this 
Uime that one ol my games was used in 
- [con still recall wertching Jill Cleyburgh 
- er,.. rolling 


e movia 
rolling around 
around a trackball on the game,” 

For some, it was more personal. They knew their 





love cf games was shared by others. Product manager 
“Tt was Pac-Man that dragged 
me across that invisible lino wnth little resisteance, with 


William Lord swears, 


its perky dittle platform game mystique. | remember 
taking prolonged lunch breaks 
|U never torget my job 
ssar, sitting there, 


from work to see 


what new level | could get to. 
Ray K 


interview with star-struck, 


roncar E nm 
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rubbing the tip of my right thumb against the hard 
callous that had built up inside the knuckle on my 
middle finger, pretzels on my mund... 

Coin-op programmer Franz Seara" tossed in 
his two cents-worth (or two tokens?). “Iwas a huge fan 
of arcade games, playing bre that showed up 
at the arcades. It was a dream for me to get to work 
at Atari coin-op, and it's amazing that they hired me 
even though [ had no experience making games. l 
made an impression when 1 started at Atari (in early 

1982) and found out that they had 5000 employees, 
and that there were 30 new hires that weel. 

VCS programmer Matt Hubbard never had a 
doubt: “I was a fanhoy. 1 played videogames at the 
na ne alley when 1 was in high school, When I goi 

o Atari, | already knew videogames in general! were 
here to stay 

For programmers Bob Smith and Rob Zdybel (both 

VCS), it was about astronomical numbers. As Smith 
says, Thired on at Atari thinking ii was going to be 
the next big thing, but that decision was based more 
on my obsession. When [was first hired at Atari, every 
week during my first few months [my manager] would 
gnnounce the sales numbers for Rick Mauer's Space 
No one could 
topped one million, | suspected this was going to be 
big business, And ádybel adds, “The first | knew 
that things were big was when Rick Maurer told me 
that his Soce Innveder s had already sold millions ol 


Invaders. believe it. When the number 


copies. | had never really thought in terms cf numbers 
o! units sold until that dery. 1 was just making games 
lor the tun of it. 1 knew people were playing them.. 
but millions?” 

Wihereas for game makers like Bob Polaro (VOS) 
and Keithen Hayenga (5200), 
the major indicator. Às Polaro puts it: 


other numbers were 
“Tknew it was 


big when we got our lrst royalty cheques. 


Heoryenga 
ed had 


T was clueless. | came along alter the 


glso would have noticed this same clue, if h 
one himsell: 
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Activision and Imagic exoduses; 1 suppose [ should 
have had a hint when [my manager) was telling me 
about the Atari bonus plan, and 1 said that it was like 
icing on the cake. But he answered, Man, it's like cake 
on the cake!” 

For Tod Frye (VCS), the numer e spanned bath 
worlds. “N is ol interest to me to realise that | was 
not really paying attention to Pa with a concern 
lor the overall industry context. 1 was pretty much 
heads-down playing Missiie Commana, Defender 
and Hobotron, and trying to teach the 2600 to sing. 
That said, in retrospect, Pac-Man on the 26800 selling 
3 million units in a week and the first bonus cheque 
tor over S300K were certainly clues that the games 
industry could be huge. 


THE RIDE UP the hill was a 
sure, However, like high-diving, the climb is q 
of steps but the fall iz simply a moment. We all had 
our moments of fatalistic revelation; | quess comedy 
is enjoyable but tragedy is memorable. Case in point: 
when you are getting hit from the government on one 
side and the economy on the other, Sean Hennessy 


vi E; E 
a sweet one, to be 
series 


recalls, “Sadly, for me the realization came just alter 
sign review. Two quarters 
of cotastrophic SEl against 
management, and a Palpablo change in attitude by 
corporate towerds development foreshadowed the 
inevitable” The SEC is the Securities and Exchange 
Commission, the government arm 
slapping the financial wrists ol people who trade 
stocks not wisely but too well, 


the 2600 Dune game de 


losses, sanctions 


esponsible for 


Matt Hubbard, one ofthe wryer programmers adds, 
T remember making a joke about Ray Kassar at the 
Vegas CES [Consumer Electronics Show — basically 
E3 before il was called ES], that he d gg Enow if he 
was going to the CÊES or the SEC alter his very nicely 
timed stock dump.” 

Jim Huether took the global to the specific: "1 first 
knew that things were going down in lames in 1982 
alter Jimmy Carter announced 
going into a recession. Just after that, | found out that 
retailers were concelling all ratill orders. At first was 


the country was 


oncerned that we wouldn't get our bonuses. Soon 
checking and disco 


the competitors were dumping their games at very low 


EE ai | started vered that many of 


prices, and | realized it was going to be bad - but | 
This sparked 


Rob Fulop's recollection of an Imagic & VED : 


did not realise just how bad it would be, 
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= THE COIN-OP PEOPLE 
were a different breed 
from the home system 
programmers, although 
they were every bit as 
personable, that's for 

sure. For one thing, every 
one of Ent went on to 
become an executive at 
an interactive tec : 
company. Franz Lanzinger, 
the guy who couldn't 
believe Atari hired him, 

is now President of his 
dum company, Actual 
Entertainment. Ed Rotberg, 
cn industry journeyman, is 
currently Director at Mine 
Shah Entertainment. And 
Owen Rubin is now CTO 
ct Edison Labs, a new 
technologies developer. 
Úwen went the lurthest out 
ol games (and still staying 
in techno ), actually 
working for a utility 
company at one point. 
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dp COMPUTER NTE “jo with them. Since they had a grudge a ia Imagic bar, food in eluminum troughs and County Sheriffs 


Th = t iholf tha iounders jumped ship from Atori), they lor security, while the execs partisd at tha Sheraton 
e dl ES 3, announced poor ecrnings early to short circuit our 


oltering.” Both Smith and Rob Fulop were literally 24 
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hours away irom attaining the Silicon Valley dream 

h jm of cashing out, and Atari leaked very bad numbers + founders, who were not only the first to see it coming 
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in Son Francisco. That was an early indicator. Are 
vou listening, Google employees?” 
And we end where we started, with Atari'z 


THERE WERE NINETEEN 
respondents to my initial 
query, so when 1 include 
myself it's mn even twenty. 
Out of those people, 35 


the early symptoms of Atari's fatal disease. Al Alcorn 
observes how fear can overtake impetus when trying 


h - about a bad day. 
Ss Pe. LE) 
EH AND THEN THERE S the incomparable Tod 


E THE FIRST TWO artists in Frye, with a perspective all his own: “As far as the 


to innovate: “| realized that Atari was going down in 
lames in 'Bl, when Ray Kassar refused to release the 








E Space Invaders racked up Incredible sales the history of videogames decline and fall of the Atari Empire, 1 was not really Cosmos holographice game to production. Il became per cent cre currently out 
on Atari VCS. 1 was definitely no tod. Were Ty co-workers pa so paying attention as [ was so busy with apperent that no new products were of games entirely, in such 
the prá ie Ra ul aq combination of transterring Pac-Man ever going to be releosed by Atarl. | diverse fields as teaching, 
DE h pino o cid bucks to Pablo Escobar and squeezing took on enforced retirement for a couple book io lishing, security 
sro | she is honoring her true EE UNO ado TRE e 
nm hospitality party during CES: “At the party a artiatic isso the more and more out ol the VCS. In of vears, but | knew for sure it was ottware, psychotherapy, 
asas writer named Michael Schrage came up to Bill | owner of Mystic Heroine retrospect, the fact that we did not braindead. The lear of failure was more pas psp 
Fox [Imagic's CEO] and gave him the CandrvMan's |! | Adventures, producing a expand, the move to Milpitas and tremsfer pPomWEe than the hope for success.” io, SS k pá pedia : 
sagas sagas gas | : : “a you go back just a couple 
business card saying You need to call this guy. The O TAI E. CX 2632 children's fantasy book oÍ bosses irom coin-op — with the weird Finally, Bushnell notes how failing to of y eo o sta 20 per ses 
E j j 41 ' I a E É W =, y ss 
CondyMan was a dead Inventory liquidator, and |! series. Alan Murphy has division of VCS game-makers all over the elon isn't the only way to plan for failure, were actually out. Of the 
he'd never been busier.” º eae rage rm remained true to his original building — that was all just an ongoing sait “the sec nl planning session non-executives back then 
Some pecple gol it from the way Ylhei LTL dustry i + digital arm) roots as a dec Y irom the peak. S pecifica ly, when alter the Warnei purchase when (18 people), onhy ti= Da tevi= 






















was changing around them, ks Sra Woita, Senior 3D Artist at Zynga. I finished 2600 Aevious twhich | consider several very bad strategic decisions become executives since 
“IL knew it was in trouble when Atari was TT AXO TI APPARENT Three of Kas de energia an accomplishment as a coding feat but NOLAN BUSHNELL were made, | knew that while there was which says that most of 
purchased by people [the Rea who no pedi si Co st Bee » a pretty useless actual game) | was to ld Atari Founder much milking of the current product line these people preferred to 
longer wanted to build videogames, and jus! THAI NO NEW BIARI the time. The Imagic boys, tha! marketing was going to playtest both the age of Atari innovation was cover sa e a Se 
wanted to do an operating system lor the PRODUCTS WERE: EVER Rob Fulop (now Director 2600 Stargate (also a technical feat, also a pretty And there il was: the beginning oí the end, rig ie Era o 
Atari ST) Paul Grace notes, When peopla — of Design at Perchance) useless product) and Aevious, and choose one to go That was the Atari phenomenon and the larval ei E to manage it. But the 
became attracted to EA because they coulo CoJIv(e TO [1 > A MANUAIND and Bob Smith (an forward with based on the results - a real contraction stage cl the videogame industry. Despite its trials most compelling stat is the 
make great money and not because they independent game-maker) trom just a year belore, when any completed ROM and mishaps, it was among the richest experiences percentage of people who 
could ais creat games, | knew it was the are still working in the game would be marketed, The 2600 was running out ol in our lives. Wo we is e at the beginning, creating joined at least two more 
beginning of the end - or, more properly, the end of Then there were some who never saw it as industry. Matt Hubbard, steam, ona the gaomeploy innovation that could have and defining a new medium. There were remarkable gaming companies after 
the beginning. ending, like Franz Lanzinger, 's easy to forget e See pras irao pi spt it going was not neprecina at Atari.” ups and nfsiiá but my Big takeoway is reclizing how Atori: 100 per cent. 
that many people thought oí videogames as a lad ro rea Rob idybel shares similar sentiments (and an lucky | was to be in the middle of the maelstrom with 


California University. 


HH OTHERS SAW IT more in terms cf how their back then. Surely they would go the way of the pet E ominous note for one of today's burgeoning beasts): some of the most interesting, talented and enjoyable 
particular world changed. Marilyn Churchill says, rock? In 1984, 1 even wrote an essay about it entitled “Tknew things had completely gone to hell when they people | have ever known, Atari left me with a joy that 
1 fully reclized Atari was in decline when our Aptos Videogames arenota tad. Inever believed that things | told us to pack cur bags and move to La new building] still glows alter 30 years, end | know it will last the rest 


satellite group was recalled. | knew then the thrill was were going down in lames for the whole industry, but and report to surviving executives from the coin-op of my life. Of course, the other thing 1 see in looking 
gone, It's a sentiment echoed by Aptos co-worker rather that we were eia a temporary setback, even division. Dl mame no names, but they were major back is the incredible lessons | learned at Atari, 
though Atari did crash and burn” And there were also | | bastards who actually threw a pretty good party 
people like Keithen Hayenga who never saw anything Nm | when they wanted to, Lo, how the mighty had fallen, 


Alan Murphy. “The beginning oí the end came for which come with the inherent lifelong challenge ol 


us when the valley olfice decided to shut down Atari not repeating them. So perhaps | should rephrase 
















Research, and we all had to go back to commuting at all: “Tjust sat back in the lab, trying to make games especially since we were all well aware that coin-op the opening cf this feature. Maybe the expression 
to the valley and put up with the suits again. Adios to that 1 wanted to play myself. So the end caught me sales were inthe toilet. Or maybe itwas the Christmas Hindsight is 20-20 is just another way ol 4) 
unbridlad creative pursults." completely by surprise.” party they held [or us at the Lion's club with a no-host saving Watch your butt! 


Owen Rubin and Ed Rotberg focused more on how Bob Polaro saw the end coming “when we heard 


ihe environment made them change. Às Owen puts about the carts getting buried. William Lord clarifies: 


0 Franz Lomeinger enjoying a game ol his 
verr cum Crystal Castles back in the 
day. We wonder if he just plays 
“iton Game Room nowodeys 





ooo TT ooo 
THE LAST OF THE HOLDOUTS 


E WE FIND AN interesting 
trend among the 
programmers who remained 
ct Atori until the company 
land the industry) we 

Inew and loved was no 
more. Every one oí them is 
either still making games 
directly or is out of games 
completely. Bob Polaro, Hob 
idvybel ond Steve Woita 
are still actually writing 
code directly on gaming or 
interactive entertainment 


“The end became pretty obvious, whether it was the 
14 million ET 2600 VOS caortridges in concrete in 


| “The first Big tell, 1 quess that was a combination 
of two things. First, Warner splitting the company in 
two, and the Tramiel brothers buying the consumer/ Alamogordo, New Mexico, or the glut of Combatis, 
computer side ol the business. | walched Jack Hangmanrs, Pele Soccers, et cetera, that we choked 
[Tramiel] walk through the building with a large 


stack ol money, pay people off and kick them out the 


mn when we agreed to offer credits lor all returne = 
on when we agreed to offer credits tor all returned yriting code for Ia, 


making contributions 

to gaming technology 
without being a part of 
any specific project team. 
Secm Hennessy. Keithen 
Havyenga and Jim Huether 
cre all still doing hands-on 
soliware development, but 
entirely outside the world of 
entericinment (interactive 
or otherwise). And me? 

Em now a professional 
psychotherapist, which 


unsold games. 
door. É: UJ] nEesTE OM the CONSUmer gi de Ware lecryine g For Bob Smi th, It WS somewhoat mora persona! = =—s E dê. 
ihe building like q sinking ship, and in a few quick when his IPO dream was sabotaged, IPO stands for 


t very empty. That was 





cderys gude he building je Initial Public Offering, but for people who get involved 


tollomed shorty by lovolls on the coin-op side, and with startup companies, IPO stands flor Incredibla 
| used that as q chance to jump from Atari Poy-Off. That's the day when a big chunk oÍ 


to Bally, not reailizing that the ship would founder's stock gets converted to cash and 








continue to slowly sink tor the next jour tha founders actually get rich, Bob Smith 


years, Ed Rotberg saw the other was just such a lounder waiting for 
side ol it “Lwas in management IPO dey with Imagic: “Rh didnt hit 
at that time, | was seeing all oi tha home until! Imagic's public offering 


sales numbers start to plummet and iailed, À became obwous that Atari 





| quess à really hit me when | had to didn t know how to run the business, projects, and Tod Frye is a whole other kind of BM Tod Frye. St in gumes. 
- : HM ET is often credited with toppling the US games has Í d k i i i ui : 
do my Brst leryolls. It was not fun. and everyone was going dow industry bui corporate greed was more at kruli as tound à way to Keep interactive entertainment. 


Lit, ta 








IEREREEER! =... = 


| 
amis 
EEE EE 
EO 
nam 
ENO 
nm 
ENO 
LEE 
ana 
Lo 
nom 
NEN] 
= 
LEE 


Your monthly guide to 
collectable retro treasures 


Sturm E [=] 


1398 
Sega = nm [8 
ESA 


K you'd like games" to feature you and your prized possession in 
Collector's Corner, email us at 
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ALTHOUGH DEVELOPMENT 

of Panzer Dragoon Saga began at 
the same time as its predecessor, 
Panzer Dragoon Zwei, the production 
sulfered numerous delays due to the 
ambition of the project, and even as 

| 1a a result of some deaths within the 
Eichn dad ati di studio. And by the time the game 
E | was released in the summer of 1988, 

Sega Saturmn's commercial viability 

| had diminished so much that it 

hardly seemed worth bringing out 

any more games. Only a handtul of 

Saturn titles were released that year 
in the West and Panzer Dragoon 
Saga was among the last, receiving 
a limited production run of just 6,000 

Panzer Dragoon copies in the United States and a few 
AR (be lhousand more in Europe. 
included in the lot you go for. After being hyped up to 
unprecedented levels by Sega 

magazines cof the time, Panzer 
Dragoon Saga was snapped up 
within the first few weeks of its 
release by a small but loyal user 
base of Satum owners, and was 
rarely seen again in videogame 
stores. This quickly led to infleted 
but justified prices among collectors, 
Finding the full four-disc release is 


now quite difficult — not to mention 





The aorbginal 
packaging consists ol two 
plastic cases parcellad 
together in one big cardboard 
box. Finding the whole lot 







PETER ag 


DI5b Die 


EE ta expensive - though the first disc 


A men alone is relatively easy to find since 
it was actually given away free 
with the May issue of the Uk's Sega 


Saturn Magazine. 


Hyou just won to 
sample PDS then you may like 
to track down issue 31 of Sega 
Saturn Magazine. K came with 
the first disc mounted to the cover 
“qnd is alighily easier to find. 


lá 





sennnmanann ana nam 
OF ALL THE games 


featured in Collector's Comer to 
date, Panzer Dragoon Saga is by 
tar the best. Made at the peak of 
Sega's experimental risk-taking 
erc, it epitomises the period with 
a game that made little financial 
sense but was a brilliantly unique 
creation through and through. 
The blend of RPG and on- 
rails shooter didn't seem like 
on obvious mix at the time but 
turned out to be a wonderfully 
playable experience that used 
the best of both genres and 
none of the bad, The art style 
ond presentation, meanwhile, 
though influenced by countless 
tantasy films and novels, was 


b| | 
Ih 
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more than the sum of its parts 
and helped create a game world 
that compelled the pleryer to see 
everything it had to offer, playing 
through all four epic discs of 
content without ever growing 
bored. When critics call Panzer 
Dragoon Saga a masterpiece, 
they re not exaggerating for a 
moment, which only makes the 
game 's scarcity all the more 
tragic. Worse still, Sega has 
recently revealed that the source 
code was lost years ago, making 
a modern port extremely unlikely. 
[H you wam to plery it then the 
expensive Saturn route is the only 
one to take, but we can assure 
vou ils worth every penny. 





: 





Name: Damon Locke 


pation: Project Mana 





1 started collecting Satum games because at the time 
Sega made the best arcade games and Satum had 
promised arcade-periect conversions (which didn't 
quite turn out to be true), and as a massive fon of 
Firtua Fighter and Derytona, | was a day-one buvyer of 
the console, Td bought the previous Panzer Dragoon 
titles but was surprised to hear that the third game in 
the series would be an RPG, At the time, | was not sure 
about it as ['d never really played RPGs before. 


| never had to hunt around tor this one as 1 have for 
some oÍ my other games. I bought it sealed on the day 
of release from a local Electronics Boutique for the RRP 
Ive personally never seen another on a shop shelf since 
that day and | doubt | ever will. 


| bought it brand new on its day of release. [ think | 
paid £35 and very nearly didn't buy it because House 
Of The Dead was released that day and I had wanted 
that more. 1 am glad 1 did now though. I take very good 
care ot my software but over time have given this title 
just a little bit more care and attention due to its rarity. 


1 admit I've only played through and completed this 
game once, but 1 recognise it as a masterpiece - there 
are very few games that totally immerse you in the 
world created within it (only Shenmue and Shadow Of 
The Colossus spring to mind). It took me a long time to 
complete perhaps due to my previous inexperience with 
RPGs, but it was a fantastic introduction to the genre 
and 1 really must revisit it someday. 


Regardless of the price this can sometimes go for, 

| would never ever sell it. From its sophisticated graphic 
style, its ambient soundtrack, and unusual story, right 
down to the crrtwork on the back of the two cases that 
house the four CDs, everything about it cozes class. 
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EVERTONE ENOWS that Rare rose 

irom the ashes ol Ultimate Plery 

The Gome. In late 1985, Ultimate 
founders Chris and Tim Stamper sold the 
compeny name and its gaming caotlalogue to 
Us Grold. The reason for the sale was simple: 
producing games tor Ultimate's core plattorm 
- the Sinclair spectrum - was no longer 
making enough money to fund expansion. 
The brothers had pretty much pushed the 
spectrum to its limits with groundbreaking 
gomes like Underwurlde end knightlore, 
md the tiles they released for other B-bit 


computers failed to emulate the sales success 
oi the Speccy originals. So they sold Ultimate 
ond formed Rare to develop games lor the 
Nintendo Famicom/NES, a platform with global 
recch and amazing potential, Rere went on 
to Telegise dozens of games for the Nintendo 
console and the two firms forged a close 
alliance that Ilourished during the 1900s. But 
vou knew that already. What you probably 
dont know are the lengths Rare took to court 
Nintendo and consummate that relationship, 

Nintendo was iomousiy lussy when it came to 
selecting third-party developers 
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H Dove's tirst published game was the Scramble 
clone Werlak, released for the Atari 4004800 by 
Calisto in LM, 2 


A E 


aa and the Uk counted for nothing over 


aa . : : 
ssa in japan. Às an induction process, 
Nintendo required potential developers to 
produce an example of a working game for 
the NES without any as 


documentation. Rare accepted the challenge, 


gistance or technical 


but the problem was that Chris Stamper was 
a talented Z80 programmer and the NES was 
powered by the 6902 processor. Luckily, 
had a 6502 developer in their midst. 


they 


Dave Thornas honed his programming skills 
on a succession ol BolZ-powered computers, 
He learnt to code en 
an Acorn Atom, then 

F O 
upgraded to an Atari 
400 and used it to write 
E his first published game 

(the space shooter Werlok). 
L was then a quick jump to 
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Softography 


| 
atatl Of Rarnath 
(Ult mate, Cb4) 
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resulting in dwindling royalty poyments for the 
Thomas brothers, so when the 
Stampers invited them to When we 
finished the 


asked if we wanted to look into developing 


it was a reliel 
join Rare. 
uthur Pendragon titles we were 
System," Dave 
tells us. “The NES was yet another 6502-based 


Vau! lor the Nintendo Entertainment 
pe tEo 
system and so seemed ideal to move onto, 
with the promise of a substantial income from 
it. The brief lrom 
Nintendo in Japem was to ellectively 'prove' you 
were able 


any titles we produced for 


suitered from a hecrry dose of dajã vu. 


E the system by showing 
SETOR 


to develop fo 


vou had the technical and programming 


expertise and produce à game demo. 


PROVE YOU WERE 
ABLE TO DEVELOP FOR 
THE SYSTEM” 


the Commodore b4, where he teamedup 


wath his brother Bob to create cn arcade HM KARE HAD TO reverso-enginser the 


adventure set in a creepy castle (Dove NES to have any hope oÍ understanding 
did the coding, while Bob drew the graphics), how Nintendo's box of tricks worked, "Chris 


called 
the pair aimed high by offering the finished 


The game was Staff Of Karnath and Stamper supplied a PC and he was able to 
put together q device which enabled code 
to be downloaded via the parallel interface 


game to the Stampers before contacting any 


other publisher. To their immense surprise, Tim onto a cartriidge inserted into the console, 
reveals Dave, "This gave us the ability to poke 


around the various memory locations and try 


stamper rolled up at their door in his Porsche 
411 Turbo qnd offered them a four-game deal 
on the spot. 


to find how the graphics and sounds were 


Staff O! Karnath was released in December activated. It was literally q case of sending 
1984 to 
Computer Games magazine awarded it 90 
ond it sold The 
game's ster, Sir Arthur Pendragon, went on 
to appear in a further 


immediate acclaim. Personal values to the ROM addresses one by one until 
something happened, 

Alter spending a few weeks poking the 
hardware addresses to discover what they did, 
Dervre had sussed out enough of the NES's inner 


workings to begin to develop a working game 


more than 4U,UUO copies. 


ihree C&d adventures 
Entombed, Blackwyche ond Dragonskulla. 


Each successive game sold fewer ond fewer, example. T started to put together a demo with 


E The Thomas brothers may have failed the highlights being Entombed qnd 


in their aim to develop the first Rare Buggy Boy tor the Commodore b4, and 
game, but that's certainly no reflection the PAL NES conversion of Rainbow 
on their talents. Here's the full list of Islands (which is superior to the 
games they worked on together, with alternative NTSC Si anaorii, 


1985 















Bob. We decided that something 
simple would be appropriate 
and so developed q game 
caled which 
was a vertical-scrolling shoot 
'em-up utilising the console's 
sprite 
crolling 


Space Hunter 


and — smooth- 
background 
capabilities along with 
various sound effects 
md some music. Ônce 
we were happy with 
the game it was sent to 
Japan for evaluation by 
Nintendo." À few weeks passed and good news 
arrived from Nintendo HO. They decided thai 
wed proved ourselves capable of developing 
lor the console ond ironicelly then sent us all 
the technical memuals for itl Hencelorth started 
Rare's long association with Nintendo. 
HH THATS RIGHT WITHOUT Space ! 


there would be no Donkey Kong Country, no 
Goldentve, no dis Mr Hanis, However, Rare's 


Hunter 


first ever NES game served only as a procí 


of concept and a foot in Nintendo's door. 
“Although Space Hunter was our own original 
product which was completed, 


“Tim and Chris decided they didn't 


scrys Deve. 
wont to 
Telecise it." Undeterred, Dave and Bob pressed 
on with the hope ol creating a game thai 


Hare could license to Nintendo = with the 








prospect of a healthy payday awaiting 
them when that happened, 
had received the technical 


'Ônce we 
monuals 


start ni on games 


tor it in ecrnest. Bob 

and 1 created a number 

of game demos for the 
console over the lollowing 
months, the only one of which 1 


can recall was called BC Games 

This was a kindol Stone Age En 
with echoes ol The Flintstones and 
tectured comical dinoscur 
and such like. | 
we spent 18 months 


racing 
lhink in the end 
working on tha 
NES creating demos, none of which 
Tim or Chris were happy with and 


no o 
LEONOR! 
Tan 


they never saw the light 
of der. 
Did the Stampers have 
any pie issues with 
the games? Was it perhaps 
thought that they wouldn't 
workas Nintendo products? 
T cant remember a great 
deal about specitics, 
answers Dave. “We just 
got the impression in the end 
that no matter what we produced 
they wouldnt have released it. 
My feeling was that they wanted 
total control over the products and didn't mvemnt 
an 'cutside team getting the first Rare Dr oduct 
relecse. Whenever we got close to finishing a 
title iheywould suddenly scrytheywereno longer 
interested in releasing it, Alter this happened 
wilh three or four games in a row, Bob and | 
were left completely skint. Unlortunately for 
us, during the whole time wed spent working 
on the initial development for Hunter 


and the later gomes we werent being paid a 


Space 


penny." Surely they received a down poyment, 
a retainer, or at least some expenses" "No, we 
received absolutely nothing. Needless to soy, 
we soon ran out ol finonces ond had to pull cut 
of our relationship with the Stampers. Looking 
back | think we were incredibly nave, but the 
hook was that, hod a single one oÍ the games 
we'd created for the NES actually been 
published, we'd hove made hundreds of 
thousands of dollars from it so | think 
this kept us ploughing on for longer 
than we perhaps should have done. 
hn the end we had no alternative 
but to pull out end go elsewhere 
lor work. 

Dove and Bob went cap in hand 
to Steve Wilcox of Elite Systems, who 
ollered them the job of converting the 
Buggy Boy coin-op to the Cb4. They 
dá qece ted mia rá in per Hear 
pr Essa o once again. “The 
NES was a toir bit more difficult and 
restrictive to write for than the Chá, 
We used to have to bum the games 

onto EPROM chips CONTINUED >. 









REVERSE ENGINEERS:::: 


E The faniastico CEM version o! Buggy Boy 
vcs the first of the Thorres birothies tres 


O Ulsinversa's CE4 debut was this clhxssy costle-rocming 
adventure. Às with all original Ultimete gomes, Tim 
Samper drev the cover artwork, 





I : i - 

| Blackwyche | Outlaws Buggy Boy Live And Let Die 

o a (64) Ultimate, CB4) (Eli te, Cb4) (Elite C54) 
MO AA TITO E === Molimeate, COM a =. E = e a Sm Ca 


(First Strike !NARC 


(Elite, Chá) 


T (Hare; Px elerim, 


| 
1Arch Rivals 
(Rare/Acclc im, NES) 


NES) 
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sn: every time we wanted to test anything 
ns and ihe old chips then went into a UV 
eraser. The chips frequently failed, so itwas a 
real hassle." Steve was initially reluctent to give 
them the gig, as he thought they mary have lost 
touch with the Ch4s capabilities hoving speni 
a couple ol years on the NES, so 
were determined 
We had the 
arcade machine on 


the brothers 
to repay his faith, 
original 
locn end we vidoeved and played 
as much cof it as we could to get 
the exact position ol allt 
and logs. We really mtu to do 


ne quites 


a good job emd spent absolutely 
ages mapping the game cout s 

it was as quihentic as E 
given the limitations oÍ the Cod, 
Their commitment paid off md 











DD DD Hmm, those purple smos-pesked mountains look 


cwacthy like the ones m Sabre Fit Could Tim Stamper 
[here draw both? Almost certain. 
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In December '8? Tim Stamper revealed that 
thevd completed work on six games qnd a 
further eight were in development, Any lingering 
should have stuck 


de oubts that the Ea da 


E In 
spring 1988. This classic isometric 
racer was a huge hit, clocking up 
ori dE sales of 2.9 million. 
Rare had truly arrived on the 
NES, and between 1087 and 
1991 they released more them 40 


dispelled os the pe Ni Gt RC 


tiles tor the console, including 


a mix of original games, arcade 


conversions and flm/TY licences. 


EEE LOOKRING BACK, DAVE is 
hardly surprised that Rare and 
Nintendo worked so well together 





the game received excellent | E Our man in he middle, Dave as the signs were there from the 

Ep a e Thomas. These dorys he works dor Bs n ã Di ra 

reviews from all quarters. lt wa ConnectâMedia, writing games for start, “The relationship seemed 
easily the best home conversion | mobile devices. to be very good from what | 


a Buggy Boy on any machine, 
and some would argue thot it was 






even more plovable them Tatsumi's 
arcade original, 
The Stampers, meanwhile, 
pushed on with their NES plems and 
gomes started to arrive in the US 
towards the end of 1987. The downhil 
skling game Slalom appeared first and 
this was lolowed by action 


platformer Wizards & Warriors. 





re Islands 


i 

| 

l, 

(Ocean, NES) ( Ocem, NES) 
] 

| 
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jIhe Addams Family 


gathered, 1 recall the Stampers 
visiting Japan on oceasien and Nintendo always 
seemed impressed by the work that was shown 
to them. 
We wondered if he felt any bitterness toward 
the Stampers, particularly as Dave and Bob's 
Space Hunter 
opening the door to leais and yet they never 
monaged to benefit from the situation, "Clearly 
the Stampers have Elsa greaihy REA the 


game was instrumental in 


relationship with Nintendo. However, they were 


| 
Parasol Stars 
( Ocean, NES) 


i 
jCool World 
(Oceon, NES) 


Insert Credit 


E Its maddeningly difficult trying to 
work out who did what (or not) in early 
Ultimate/Rore gomes, simply because 
they never carried credits. Dave has 
revealed that it was strictly part of the 
deal that the Arthur Pendragon games 
did not include their names (although 
the brothers cheekily sneaked their 
initials onto the final screen of their 
last Ultimate game, Dragonskulle), 
The biggest mystery surrounds the 





authorship of the last lew Ultimate 
. The Stampers 
were presumably busy with Rare aí 
this point, and their last Spect rum 
game was Gunfright. games" com 
reveal that current Rare studio director 
Mark Betteridge wrote Bubbler lor 
the Spectrum, and it's almost certain 
he was responsible for Cyberun and 
Moartianoids too. Mark was also behind 
a number of the NES games, ao 
classics like Cobra Triangle, Battletoads 
and Snake, Rattle n' Roll, Of course, we 
know that the Picktord brothers Zippo 
Games outht developed a number of 
titles for Rare, including fronswora; 
Wizards & Warriors HT and Solar Jetman, 
but the details behind momny of the in- 
house tiles remain shrouded in mystery. 
Vie quess there's always tun in trying to 
find out... 


titles released in 19B65/7 


TT LUME 


"OU HAVE COMPLETEO 


DOFENTURE SERIES 


WE HOPE TOU HAVE 


Pr THEO THE 


E you managed to complete Dragonskullo you'd see 
lhe “woz ere initials left by Deve and Bob Thamas. 
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Ferrari Grand 
Prix Challenge 
(Acclaim, NES) 






















supremely talented and I'm sure would hove 
achieved this with or without our initial help. 
Bob and [took a huge financial risk in working 
on the initial Nintendo development and so did 
they. The fact was that they had much greater 
resources than ourselves and were able to 
story the course. 1 do think, though, that its a 
shame they werent prepared to acknowledge 
the contribution we had made or even give us 


a simple thanks al the time." 


HH THEIR EFFORTS WERE not entirely 
in vain however. Around three years after 
pertincg company with the Stampers, 
Rare asked Dave qnd Bob to create 






coin-ops — the 
NARC and 


game Arch 


NES versions of two 
hyper-violent shooter 
the arcade basketball 


Rivais. In accepting, they were able to 
proudly state on their CYs that lheyd d 


developed games for both Ultimate 
and Rare, two of the Uk's most revered 
soltware houses. 

1 suppose in the end it was a bitter- 
refllects Deorve. 
had a lot of fun doing 


sweet time for us, Ne 
the Pendragon 
adventures nd found the Stampers 
to be great to work lor during 
this time. Wa visited them and 
their parents many times ot 


Ashby cind later at their 


formhouse near 
Taycross. 1 think 
we Were 


ME TIME 
ER ua 


1d ionaaã 
o debr Did 


|] 


ERE 


Nigel Mansell's 
'World Championship 


(GameTek, NES) 


“NINTENDO ALWAYS 
SEEMED IMPRESSED 
BY THE WORK THAT 
WAS SHOWN TO THEM" 


] 
'Beauty And The Beast 
(Hudson sSott, SNES) TH CGome lek, 


pretty much in aire of them end couldn't quite 
believe we were working with them. We hod a 
huge amount of respect for them and they were 
clwerys very generous and warm people. This 
changed, though, when we moved onto the 
NES and we became increasingly frustrated, 
Who knows what we might 
had we been able to stick with it and produce 
that initial NES game. At the time, though, | 


heve achieved 


remember thinking that this just wasn't going 
to happen, end although we did eventual 
produce a couple of games for them, our 


relationship was never quite the same. (4 


ERROR 


:::! REVERSE ENGINEERS:::: 


MM Current Rare studio director Mark Betteridge was the 
mam behind several NES tiles, including Betiletoods 
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Kawasaki 
SNES) "Su uperbike Challenge 


(Time Warner, SNES) 
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Easy to overlook at the time 
on the Saturn, Guardian Heroes is now getting 


a second chance to prove its greatness on Xbox 
Live Arcade. We speak to Treasure to find out 


how this overlooked masterpiece came to be 
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BEHIND THE SCENES 


| In the UK, Brtpop had 
recently sparked into existence, co-existing 


with the emergent mainstream donce music 
and club culture. East 1s “Stay Another Day' had 
just topped the Christmas charts (to be replaced 
by the criminally bad “Cotton Eve Joe' early in the 
new year). Action bluster was all the rage at the 
box-office, with the likes o! Woterworld, Braveheart, 
Goldentye and the slightly more sophisticated 
Seven topping recent film charts. 
In Japan, recent movie releases included Ghosl 
In 


Donce?, and even Godzilla was still going strong, 


a a PR | À ne es sed e J E No TAKE 
The Shell Hana Fori Dango, and Shal We 


with its Z2nd instalment (Godzila Vs. Destoroyah) 
topping the box oflice for lhe entire year. Céline 
Dion, meanwhile, was the first international artist 
to Teach number 1 on the Oricon Singles Chart in 
over ten years with "To Love You More', thanks to its 
appearance on the soundtrack of TV drama Koibito 
to. In the world of manga, Initial O had just 
appeared, and Cardcaptor Sakura and Cla 
Boy were on the verge ol doing so. 

Most importanthy in the year or so since the 
release ol Sony s Ploystation, the polygonal 
splendour oi games like Ace Combat, lekken, 
WipEout Warhawk nd Ridge Racer had 
proved that games had crossed a major new 
technological frontier. Even on the Saturn 
(which, notoriously, hadn't been designed to 
handle all of those newly fashionable polygons), the 
likes of Virtua Fighter 2 and Virtua Cop confirmed 
the ascendancy of three dimensions. Heck, even the 
SNES was getting in on the polygonal act with the 
Donkey Kong Country series, then about to receive 
its second chapter. But Masato Maegawa and his 
emall bond of fellow travellers at Treasure simply 
didn't care. 

He didnt, and still doesnt, watch movies, He 
didn't, and still doesn't watch anime, 


thanks to its home 


COMPANY TO MAKE 
THE GAMES WE LIKE 
IN THE WAY WE LIKE 























Guardian Herces' Undead Hero vas q 
negt touch, an NPC ally that could be 
given simple commands by the player. 





19H] 
ese 


LEVEL 


As was tashionable with high-end ED games oÉ the time, 


Guardian Heroes enabled plevers to jump between several 





I5 LEVEL 
350 


[5 À LEVEL 
o. 


MI 


da 


PA 


TT 






Way ahead od its time, Guardian Heroes blended the 
cgelng serolline Deghter genre viii REG mechantes pedrs 
belore the current crop o! XELA games did lhe same. 


TE LEVEL 
NE “e 


E ERARA 
Easily my tavourite 
game on the Sega Saturn. 





Nothing says chaotic fun 
more them a ninja dressed 
in green, juggling a screen 
filled with enemies, 





Had no idea what to 
expect when [ first put it in, 
but as soon as | beat up 
the first dude and shouted, 
Tre like Streets Of Hage! 
[was immediately won 
over. Then 1 found out how 
to control the big gold 
dude with the huge sword, 
all the moves, all the 
ditterent dialogue options. 
Nest thing | know I've lost 
hundreds of hours finding 
everything in the game and 
exploring the story with all 
the characters. | even spent 
a ndiculous amount of time 
in the battle arena where 
| was able to play as all 
the cwesome, screen-filling 
motos from the story mode. 
This was the game | played 
most with my mates, one 
of my fovourite of all time, 
and the first that made me 
take notice of Treasure, 
as ld never played their 
gumes until this. 





UNENOWNQUANTITY 
Definitely one of the 
games all Sega Saturn 
ouners should own, and 
a deining moment in 2D 
side-scrolling beat-em-ups. 
| don't think | ever found 
every game path, and the 
multipls endings made 
more plovthroughs a must 
and playing with mates 
was always fun. was 
like ploying an cnimated 
Golden Axe, but with 
cooler characters and 
a much better storyline 
— from memory, something 
about spinits and a special 
sword? Heck, just vmting 
this makes me want to set 
my Sega Satum back up... 


l5á 





EEE = EESTI 
EEE EE DOCE 
CESAR res 0) EESTI 
CESSA OO O 
ESEC! EESTI EEESESEEIEEEEECIETERISEEEEE O 

E E ie 

ue” | % ] 

da | | | 

pj Ho o) AS! E 

= É | ho pia ar = pa | Fa 


1] The interior af Fc ade ro's oltice pays Inbute ta 
many of the developer's pas glories. R's easy to 
lorget just how many great games it's made. & 


al read comics, listen to music, or even play too 
nam 

na many games cutside ol his Iavoured genres. 
stead, he and the tiny team cf prodigicously 


In 
talented pixel geniuses at Treasure were quietly 


getting on with making some oÍf the 


greatest games to appear on Sega's 

illfated console - some of the greatest 

games in videogame history in fact, Ône 

oi those games, which you might have 
heard of, was Radiant Silvergun. Another 
was Guardian Heroes. 

Guardian Heroes owed its name to 
Treasure s earlier Mega Drivetitle, Gunstar 
but 
from a single cameo from that game's 
final boss. Oh, and Treasure's trademark ability to 
contound expectation and twist genres into almost 


Heroes, Sorrowed little else apart 


unrecognisable shapes, creating becutilul, joyful 
| contusion and mayhem in the process. Guardian 
Heroes is the last great scrolling beat-“em-up, as 


THE SATURN version 
o! Guardian Heroes 
required about 70 
people to put together, 
all told — thanks mostly 
to the outsourced team 
working on the in-game 
tull motion video. 

The Xbox Live version, 
by contrast, has taken 


only seven people 


as well, says Maegawa 
“However, we ve been 

adding many new 
elements, such as 12- 
player online battle. So 
its not justa port; its 
going to be a new game 
as well, As for whether 
there are any Easter 
eggs, Im not going to 
tell you. 


to convert —- but you 
needn't worry about 
anything going missing 
in the process, lhe Abox 
Live version contains 
everything that the 
: ersion did, and 
“AU oíthe 
dino vou ve seen in 
the Sega Saturn cas 
will be in the 360 version 
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joytul to play today as it was back 
then, regularly appearing on lists 
of the best É 
capable of fetching prices ol over 
BLO0O (or EGO) on quction sites. And 
vet, at a time when the polygon 

had just proved itself as the 

apex predator of the videogame 
ecosystem, Guardian Heroes was 
resolutely and unapologetically 2D. 


Saturn games, and still 


BBB ASIDE FROM TRE terrible artwork, the Us pox 
gave a small hint of what to expect from the game: 
An Enchanted Sword talls into the hands of a band 
of young heroes. Assisted by a Knight and a Golden 
Undead Warrior, they begin their quest to change 
the fate of their entire kingdom.” The Europe 
release came q bit closer to distilling the glorious 
navoc that the game was about to unleash on your 
screen: “Hack, slash and bum through hordes 
of androids, zombie warriors and goblins as you 
selecl your route through over 30 gripping levels, 
six-plerver mode with over 
Even that, though, 
of the epic explosion of 
Guardian F was about 

ispecting world, 


or battle it out in frentic 
ds characters to choose from!” 

s just q faint echo 
ne pa that € leroes 


to let loose on an una 


This was the side-scrolling beat-“em-up 
taken to its ilogical conclusion: complete 


and utter insonity and completely and 
utterly compelling. 
current 


Wandering into Treasure's 


MASATO MAFECGAWA headquarters, a few blocks away from 
CEO, Treasure 4 


completely average intersection in 





suburban Tokyo, gives lew hints that you 
are about to enter the heart ol such an especially 
untrammelled, unhinged variety of videogame 
genius. Stepping cut of the elevator into a tiny corridor 
and then into a small, slightly tatty reception area, 
entering a smalltown estate 
agents office, or an accountant's — em impression 
that is only slightly dispelled by the videogame 
posters and the couple oí coin-op cabinets that line 
the walls ol an otherwise nondescript boardroom. 
E when CEO Masato Maegawa enters the room, 
is clmost no surprise that he sports a sensible 
haircut ond suit to complete the illusion of normatlity. 
Appearances can be deceiving, however. Maegona 
is truly cn entant terrible of electronic art, and there 
are few pecpls better placed to tell the story behind 
the creation of Guardian Heroes. 


When we made the game we had already 


you could easily be 


created a game for the Mega Drive called Yu 
Yu Hakusho 


create q more original game 


“and we wanted to evolve that to 
to develop even 










LEVEL 


more madness and excess, ' he says, 
exploining the genesis of the game. 
“That was how the project started, And 
that was the moment when absolutely 
everybody was creating 3D games, so 
we wanted to make a ZD game.” Indeed, 
then, as now, Treasure, paid little heed 
to commercial pressure or prevailing 
lashion: “We created the company to 
make the games we like in the way we 
like. And nothing has changed since 
we started the company Maegawa 
says, summing up the company's boldly 
admirable philosophy - a philosophy 
made cornate in Guardian Heroes. 

Like cllother beat-“em-ups, the premise 
was simple: move from one side oí the 
screen to the other, smashing anything 
in the wc. But added to this were tweaks 
that upgraded the combat mechanies 
levels of complexity that matched those 
ot fully-fledged static beat-em-ups like 
Street Fighter, vet still plunged players into 
headlong violence against thronging hordas 
ct assailonts. 

Instead of being free to wander arcund the 


to 


screen and take on those roving mobs, players 
could s 
by tapping the Saturn pad's shoulder buttons, 
which freed the developer to use the rest of the pad 


switch between three planes of movement 


to enable more sophisticated, Street-Fighter-style 
commands and combos, and even lor characters 
to legap end jump. Melee attacks combined 
with magic strikes that were contagious, 
snaking and chaining their way across 
the screen as they infected everyone in 
cascading waves ol delirious onscreen 
eflects. Il was a bedlem and anarehy 
that was matched by a development 
process that was ii bit as haphozord — at 
least compared to the modern, regimented 
approach to development, “We didn't use any 
special tools to make the game,” explains 
BD iuordion Heroes didnt just hove huge screen-dillima E 
basses; dt bod huge screen-Hllimg basses you could ; 

plery as bn the Jrrilli sam! versus mode, P R 













MAKE IT MORE CHAOTIC 
AND COLOURFUL 













amd still 
The roster of 45 ployoble characters WS. 
= is, prety comprehensive, semging from the rather 


Ê 
LES unpremising dat citizen! and "weak citizen' to fhe rat her 


2540 more moram and naty goblins and zombles. 
E 
















Maegaewa. “The game design document was 
just a three page outline. We just sort of crected 
the game using trial and error. 

still 


surmises Maegawa 


Perhaps the game's innovations are why it's 
fondly remembered today, 
when pressed on the issue. “Compared to standard 
2D-scro!l tiles, we tried to implement 
several unique systems to make it more chaotic 
the vertical 


action 


and colourtul, like the three loryers 
tried 


something unexpected. So maybe that's 


movement, and we to give gamers 
A ny It 


had a strong impact on players.” 





HHE INDEED, IT WASNT only a cose of more 
advanced combat: be Heroes ] 
a superbly honed scrolling beat-em up; it 
also a eva one, borrowing a character 
development system from RHas qnd throwing 
in a multitude oí different paths, endings and 
unlockable characters. The game started with a 
toirly traditional band oi adventurers 

warrior wizard, ninja and cleric 
— but il you wanted to unlock the full 
complement of characters for the multipleryer, you 
had to choose the right path and achieve the 
right ending. 

And ves, it also featured q multiplayer mode that 
was every bit as hectic and silly and confusing as 
cumed 


wasn't 
WS 






the single-ployer geme — especially if you o 


a multitap, 





which enabled six players CONTINUED>. 
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It's our cover 
and we ve given 
it eight 
What more 
evidence do 

vou need to tell 

vou that we've 
been gripped 

by Guardian 
Heroes fever? 
Computer & 

Video Games, i 
March 1996 TV 
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E TREASURE I5 TRULY 
a trecsure; à tiny, 
independent developer, 
iounded in 1992 by a 
group of former Konami 
employees and as liercely 
committed, todory, to the 
independent spirit that 
luelled them back then. 
lgnoring passing fads 
and fashionabls trends, 
they have consistently 
created games that push 
the envelope ol artistic 
ingenuity resulting in some 
amazing masterpieces and 
remarkable oddities, and 
occasionalhy threatening 
the very existence of the 
company. “As | mentioned 
earlier, our policy is to 
create games that we want 
to create, which might 
lead to financial crisis 
occasionally “ Masgawa 
tells us. 

“However, we've been 
in this industry for 18 years 

ow.” Indeed a softography 
Feio includes the likes of 
Hadiant Silvergun, Ikaruga, 
Bangai-0Q, Alien Soldier, 
Sin And Punishment and 
Gradius V suggests that 
the company's doing 
something right. 
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8 From Ginjirou's spinn 





ing attack to Randy's meagis, Guardian 


Heroes added an extra layer ot complezity to the relative 
simyplicity oi more standard serolling beat-em-upa. 





a! to take port at once, in the sort cf 


EEa ; : 1 j 
ses unadultereteda craziness that prefigured 


the massively multipleryer decthmatches that 
are more commonplace in today's more 
connected gaming age. It was also full cf the 
sortof glonous gaming non sequiturs for which 
Treasure is occasionally fond of, full of mismatches 
and unbalances =absurdlyunderpowered characters 
competing with preposterously planet-sized ones 
making it every bit as comic as it was competitive. 
It also cemented multiplayer as Maegawo's personal 
“The story mode was 
tun, but at that time there weren't any cther games 
where you could ploy together with six people, 


lavourite part of the game: 


and playing together with six people really 
brought the mayhem to a crescendo. So of | 
course [like the story mode but, to be honest, 
six-ployer versus mode is the bit which I like 
the most,” 

Perhaps the only major drewback with 
Guardian Heroes — apart from its capacity 
to hurt your eyes wilh the sheer intensity 
of the action —- was that, like memy of 
Treasures games, il was released in limited 
numbers, which partly explains the high prices 
it still fetches on the internet (though thet isn't to 
say that you cont get it for decent prices if you 
shop around), 


EH SÓ WHY ARE Treasure games so rare” 
Maegenwa loughs. “Well, thats because lhe number 
of orders we received for lhe gome wasnl very 
high, so when all cf the hardcore fems went out end 
bought it, it sold out. So 1 think that's why it still has 
a premium price when you see it on web quctions.” 
That limited availability also party explains the 
relatively muted reception that greeted the game 
upon its release. From Treasure's perspective, the 


WHEN ALL OF OUR 
HARDCORE FANS WENT 
OUT AND BOUGHIT II, 

IT SOLD OUT 
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sales and reviows were perlectly 
acceptable. “The sales were pretty 
good, so we were fairly satistied,” 
says Maoegowa. “And the reviews... 
of course the reviews contained 
various opinions, but in general the 
game received good reviews, so we 
were pretty happy.” 

But there were certainly some 
reviewers and players who felt 
contounded by some oÍ Treasure's 
design choices, as he goes on 
to exploin: “At that moment there 





were a whole bunch cf one-on-one 2D fighting 
games where the characters and combat were 


balanced pretty well, but we wanted to create 
more multi-character, more chaotic games, and we 
gave ployers the freedom to create their own game 
balance 


they have the option to change it from the 
menus. Sc some people were not very impressed 
with that. But that was just a minority, and T think 
the majority o! people who played the game 
seomed to like it.” 

Still, it's only with the passage of time that 
lhe game seems to hove finally acquired its 
richhy deserved recognition as one ol the 
greatest games ol all time. And yet, like many 
ol Treasures games, few other developers 
seemed to draw any lessons rom its spiky 
virtuosity - except, perhaps the lesson that 
Treasure's porticular brand oÍf development genius 


is impossible for others to recreate. In spite of the 
wcry the developer seems to be able to combine 


MH Apart from the utter insane 
brilliance of the aingle-pioyer 
and emultiploçer modes, the 
game was also notable 
tar tts FMY = which 
was also byrillemi, 





















































































wholly original game designs and 
balllingly complicated onscreen 
overkill with a crowd-pleasing 


simplicity and  spontaneity, 
achieving such a marvellous 


sweet spot ol success in the 
process, no other developer ever 
seems willing (tor perhaps able) to 
drow inspiration from the sublime brilliance of the 
likes of Guardian Heroes, 

So it still stands alone at the pinnacle cf ils genre, 
There was a sequel, ol sorts, but it failed to match 
the heights scaled by the original: Guardian Heroes 
Advonce was released on the GBA in 2004 (sight 
vears alter the original), one of Treasure's rare 
duff notes in a softography oÍ otherwise symphonic 
brillionce. It maintained the mix of melee and 
magic, but transported the action from the medieval 
lantaisy scenario of the first gome to a futuristic 
sci-fi setting. It also lost the tri-plemer movement 
in favour of a more standard interpretation of 
the scrolling beat'em up genre, disappointing 
renewers in the process. 


EM EVEN SÓ, IT'S not so much that the game is 
bad; more that it just fails to live up to the benchmark 
established ly the brillant original — fexils to live up to 
the thousands of small joys that you could experience 
on the Saturn. The almost comically inappropriate 
music. Juggling enemies to rack up experience (al 
the risk of bad karma aflecting your ending). The 
FMYV cinematics. The character designs; with sprites 
dravm from Treasure's seemingly inexhaustible 
stores of perfectly designed little pixel people. The 
woy the screen goomed in and out to focus your 
attenton on the chaos. The ongcing assistance 
provided by The Undead Hero — surely the least 
annoying Al partner in the history ol games (We 
put in The Undead Hero to help out people who are 
no good at action games,” explains Maegenval). Just 
the sheer ridiculousness ol not being able to see 
your character because cof the incredible multitude 
of enemies ond effects crowding the screen. 

These are the things that were missing irom the 
sequel. ând with no current plans for any further 
sequels (although when asked about this Maegenra 
tums to our Sega PR chaperone to give a quick 
comic plea: “We realky wont to make one please, Mr 
Sega!"), it means the only way to enjoy them again 
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E vd Hi title Sega lei us work io Rr BCTFs Maegawa, explaining 
Treasure's relationship with the game's publisher. “A that time everybody 
wc making SD games, EO the oct that Sega also sow the value in 2D 
games allowed us to work en it very easily.” 


is to play the original. Until later this year, 
that is, when the game will be released 
on Xbox Live Arcade, a feat that shouldn' 
go unrecognized, given that the Satum is 
notoriously one of the hardest systems to 
port from. 

“The biggest challenge was that when 
we were done with the Sega Satum version 
we stored all of the source code onto DAT” 
explains Masgawa, apparenthy contirming that 
the company's approach to the archiving process 
is as hophazard as the action in some of its games. 
“So aí the beginning of the project we had to retrieve 
the source code, but we had no environment to read 
the tapes! 5o actually we had to borrow equipment 
irom Sega - and Sega had to gather various 
different parts from different divisions so that we 
could create one complete environment to play 
them back. But somehow we were able to retrieve 
the source code. 5o actually that was the toughest 
part ol porting the game to the Abox.” 

Apart from that, apparently, the process has been 
plain sailing. So even if you cant afford the eBay 
prices, you will soon be abls to savour a taste oí one 
of the Satumn's most entertaining masterpieces. And 
you really do owe it to yourselí to try it. It truly GB 
is a rare gem cf a game. 


>. A GAMING EVOLUTION 
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Year: mer 
Eme 1990 E Ea 
ATC ed DA Publisher: 
| FHC Runas 
The world's most embarrassin Ee erene ne coenononaNaEnan: 
| , eveloper: Debe E an 
| der the spotig t Mind's Eye EE 
eo iols ports um ! pi RU nao ea De Ra 
AU. N. R | Peer 
ORIGINAL RELEASE ovo: Hard Drivin' Hardware cor 1989 05) shor: Atori Comes “cvelonor: In-house 
a | 
mo» RELEASED INTO ARCADES in Drivin. In addition to its futuristic setting, and most visually impressive arcade game 
Doo 1989, S&TU.N. Runner was a S.T.U.N. Runner didn't concern players with of the time onto a casseite tape. 
ma popular racer in which players normally important driving necessities Knowing that polygons were far beyond 
got to steer a state-ol-the-art sled through like acceleration, gear-changing or even the reach of the humble Speccy, Mind's 
a series of snaking tunnel networks. In braking: instead players simply had to Eve was lorced to come up with a visual nam REA e 
keeping with its ultramodern maintain their speed workaround. [ts answer: rather than tunnel fel Ei Cal fal la 
theme, it looked astonishing pa around the game's tubular networks, have the player's vehicle travel af de a 
thanks to impressive “HE ' courses by keeping to the into dillerent monochromatic dartboards 
polygon visuals courtesy of a E : best racing line (usually the instead - dartboards constructed from 
sophisticated graphics engine outside walls), hitting boost bitmaps that would flash really, really fast 
first unveiled by Atari Games with Hard stars, and blasting away anything that was so as to confuse the player s addled brain 
Drivin'a year earlier. unfortunate enough to get in their way. into thinking it was on a pier somewhere In the coin-op these sections were 
But while Hard Drivin looked great, With its satisfying blend of exhilarating playing the actual arcade game. | “emd lo oked like — unfinished 
selling itself as the world's first 3D driving gameplay and attractive graphics, k was an unusual strategy, and sections of tunnel track, but im the 
simulator, there were many who felt its S.T.U.N. Runner became a popular sadly one that was unsuccessful, e] rum port they re just flort bits of open 
gameplay was lacking in excitement. No hit for Atari Games. And it was Brit Reviewers oÍ the time simply d. Clearly green ond barren so as to 
such criticism could be levelled at 5.T.U.N. coding shop Domark that secured complained of eyestrain, were leit nas : dapaiA al respite from the chaote 
Runner though. Here, Atari injected a the home computer rights, and questioning why home conversions ni EEN they also probably 
heavy dose of thrill into its newtfangled tech developer Mind's Eye that was left were even considered, and then aved Domark the need to slap a health 
by doing away with a lot of the realism scratching its head as it worked out how it finished off their damning appraisals with comu sticker on the game box. 
that had governed the gameplay oí Hard was going to somehow squeeze the fastest some very low scores, ii lia ã a lar a E A RR 
| One of the key racing 
HEAD TO HEAD RRRRRER seis da ll 
: RR. O qo, E a Is nãa 1 
ancape'zmspecrmm = To) BUNDER ld ops (cp nie ri as Degas 
” as 1 scudded around the course. The Lynx is home to some tlantastic arcade conversions, q 


That mechanic is less significant in staggering port of S.TU. 
this conversion; our sled reached TITO 
the fourth race without us having to 

press q single ajbinco o Me taTo| got to race 
seven with us simply using fire. 
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Static screenshots cannot show 

how visually uncomfortable 

these tunnel o ds em 

ame are. Take our wora tor 1 | 

nai playing this game feels a bit 
like you're participating m some kind 
ot psychological test, or that you have | 
stumbled across Heaven for a super | e ; | 
clubber/Max Power fanatic — AKA | | | 
Hell for everyone else. 
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games" 


mam [your console ot choice didn' t sura one ii you just ea 
EHEHEH attraci appeal, The SNES and Mega Drive 


became hou aah old TITE S tha n ks LC» Mari JE and be SO TC, 


mainstream 
but where did 


his leave the home computers, without a lirst-party publisher to create 


a system-selling cheracter? 
The result, Sie ir Fal is that those systems ended up with 


rd-party to create the nexl 


big charceter. Co m ad s Amigyer had its fair share with the likes of 


multiple mascots developers lined up 


Zoo! and James Pond, but the best of all was arguably Superfrog. 


Born in the ollices ol torkshires Team? Software, Superfrog 


couldn't have come from a more suitable studio, [he india developer 
had, since 199], gained a reputation for bringing arcade end consols- 
official 


Csguntiet m 


quality titles to the Poa and outshining many coin-op 


space. 
Projecth was Europe's answer to the Japanese shoot-em-up. ÂAnc 


e qo pe 


conversions the process. Alien Breed was 
Superirog would allow computer gamers to enjoy the side-scrolling 
platform game boom without having to buy a console. 

Brainstormed through the doodles of Alien Breed artist Rico Holmes, 


Superfrog was originalky named Chuck, presumably because ot his 
Spud, a little green blob that 


sign progressed, 


sidekick, : could be thrown al 
As the de 
Superfrog by Teaml? head Martyn Brown. In a typically British twrist, 
that 
tle Brown Ale and would gain a Geordie accent too. 


enemies. 
spud remained but Chuck was renamed 
it was decided Superfrog would find his powers by drinking 
Newcas 

With Tecm 1? well known throughout the games industry as a studio 
that liked to have a drink or two, the Newcastle Brown Ále connection 
didn't make 


it into the Enal game. Alter securing a licensing deal with Beecham, 


was hardly surprising. But it was a connection that, sadly, 


Superirog's drink of choice was changed to the much more Iamily- 


friendly Lucozade and the Geordie cccent was dropped, despite the 


E The frog prince discovers a lovely botile of 
Lucosade Docrting ins the River ol Despeir 


Drink: it tos mepoleriisida hoscilthh, Just liloe real Hide! 


E The Lucozode occosionalhy appears in-game. 


LESS Se ESSES SEE 
oa 
ooo 
SESSIONS ESSES EEE EEE 
=... 
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E Superirog indulges his gambling addiction by 
plerping a fruit machine. E Lucozade a fruit? 


toct that the fizzy energy drink was first created in Newcastle. 


While the origin stories ot most game characters were told in 


instruction manuals at the time, Suz 


sack thanks 


popular Amiga animator Eric Schwartz. Partly inspired by The Frog 


pertrog was slightly ahead oí the 


to a hand-painted introductory cinematic, created by 
Prince and The Wizard Of Oz, the story sees a princess kidnapped by 
prince turned into a frog and left alone at the River 
rhen he seems to have become 


CI feitio: é Lucoz 


on evil witch, her | 
o his tate, 
er, pulls 
it out it, necks the syrupy orange liquid and unexpectedly 


Of Despair. Just * 
the frog prince spots 


resigned 
ide foating down the riv 


transforms into Superirog before impulsively flying off to 


rescue his betrothed. 


The game itself was one oÍ the better platlorm ii on 


O. 


the Amiga. Loosely comparable to Sonic The Hedgeho 7, 


t had enough of its own ideas to star id out from the pack 
À wealth ol secret areas - and the need to collect coins to open 


straight 
t had more in common with a Rare 


-reated by Nintendo or Sega. It als: ii da similar 


made it more ol an exploration game than a 
in this 
title than anything « 


the level exi! 

speed-run, and respect 
sense ol humour, with the Team's selfrecorded lari noises providing 
the sound effect for squished enemies and an inter-level fruit machine 
mini-game retaining that distinct British feel that had threatened to 


disappear with Superfrog's Geordie accent, 

EEN THOSE WHO FINISHED Supesrirog were rewarded with an 
unexpected ending. Upon re escuing the princess, our amphibicus hero 
but instegal of 


receives q kiss, turning back to a prince his girliriend 


tremslorms into a frog and the game ends, lecrving the story open lor 
a sequel, 
ltseli 


later ported to both 


That tolow-up never happened, though. Ihe game WCIS 
popular with both press and gamers and was 
CD32 and PC, 
popular | 
called Fi 


WS Never Ses 


but its success was eclipsed by Teaml7's 
Worms series. The planned sequel, an isometric udventure 
og And Ball, was cancelled mid-development and superirog 
n again, aside from minor cameos in Worms 3D and 
Worms Blast th at went mostly unnoticed. 
tar 
nstead 
n more lucrative Iranchises like Worms and Lemmings. The 


lhe risk-averse era oi 1995-2009 meant that lew Eta aç 
have dared take a chance on a Superfrog sequel, and Team? in 
focussed « 
with the studio 


situation has changed slightly in recent years, however, 


moving toward selt-publishing and reviving the long dormant Alien 
Breed series. Team? is now in a position where calculated risks are 
possible, but is still reluctant to bet the farm on a character that hasn't 
the developer tells us thai a Superfrag 


been seen since 1993. Still, 


equested PEV vala [tai Men Breed d, 5 so tt JETE 


FrUCTY still bah hope fr pis iuilo energy drink addict vel. 


A secret area in Verld 5 reveals em untinished 
pert of the level. Was TeemlT in the pub that dey? 


that Supe E 
ol Rore's output, cn ithe 
connes 
in lhe lead characler s big 
cartoony eyes. Álso like their 
telloa UK studio 


took lhose eyes and stuck 
'hem on loods 
game things. 
oves! 


E 


following 


epnomn 15 








supposed to be but he is 
rather cute and comes in ass 
dlur LE QuIme plery. í oonstanth, y 
Superírog around, he 
con be picked up ana throum 
at cm enemy bet 
returns, become! IN atyl = 

























































We ve already mentioned 


rirog reminds [im 
u Edi 


É di My 


| 


oupertrog's jolly 
is Spud, a sort of green blob 
welth eye 


ha is 


TT | 
 R Ne have no idea what 


E One cf the last levels, colled Project E is a fim 
homege tó previcus Tec 17 titho Progact X 


Clecir tó ses 


The trees have 
as they dorm't soy. 





Team]? 


of other in- 


little companion 


re he cutifulhy 


ability, ot course, 
difterent. He co 


E 
rea 
— 


n jump to 
making him an ideal plo 
And he's noi too 
cape alowing him 
to the 


E Supertrag s ending sees the princess turned 
into à frog. Our hero ist too happy about il. 


E Supertog appears as a secret plerpable 


superirog': 


They'te not actually attached to his 


but you hove 
wakos vp in tho morning, unable 
to remember where he pul his 





to Iulter ond glide 5 
ground cr across huge gaps. 


face: instead they just Doe 
his head. It doesn't bather us, 
to wonder if he e 


There's not much to be said 


here, but we ve always found 


above 


TN 


evebrows betore going to sleep. 


HALL OF FAME... SUPERFROG 


BH evelbrows a little weird, 


Fixar's The Incredibles 


torught us that the 
Up Mm [gh be q colher 
SA dt cf 


clothing fc 


for a superhero, 


bul ihal was overa 


decade alter Superirog. 


Do how could he hove 
t In retros 


Ena 


he didn't Wear a é 
then he'd just look like 


a regular old fo 


mouldn' 


Frogs are well known flor thelr jumping 
and Supertrog is no 
heights 
form game hero. 
bad at lemeling, either, his 


crely 


he? 





E], 


|| 


=] 
PA 


DCD 


E A resserd emimation in Hbrms dD'sees a Worm 
tur into Superihog alter being struck by lighting. 


É 
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The Soft Sell 


The advent of product placement in videogames turned a handful of game 
heroes into fizzy pop addicts and alcoholics. Here are a few of the most 
notable gaming tipples and the effect they had on the gameplay 


E3 


lht 
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Vintage — 2003 Appears in - Worms 3D 

EAMI 7 CAME tull circle in 2003. Len years alter Superirog made 

his nome downing Lucozade, the developer's more famous mascots, 

the Worms, brought the idea bemg up to date with the modern era's 
efining energy drink. Hed Bull was a subtle piece of product-placement 
ompared to the use of Lucozade in Superfrog, but was used in a very 
similar wery. Drink a con and your Worm will recover a few hit points. He 
wont, however, sufter from a debilitating sugar crash a few minutes later, 


Vintage - 1983 
Appears in — kool-Aid Man 


Does anyone actually know whert 
Kool-Mid is? Here in the UK, it's 
not something we were ever likely 
to find out... at least until Kool 
Hyd Man come clong. Lhe Atari 
2600 game sow the little jug-laced 
hero protecting a swimming pool 
from tha water-stecling Thirsties 
and replenishing his powers | 
by collecting the ingredients oi 
Kool-Aid, Those ingredients were 
water, sugar, qnd somewhat 
confusingly, Kool Aid'. So I quess 
we wont ever know what it's made 
irom after all, N 


Appears in — Tappei 


TOU HAVE to lee! sorry for 
Tapper's bartender. He spends 
all dery long serving glasses 

ol Budweiser to the pickiest 
customers, who insist that the 
glasses be slid across huge bars, 
He's on his feet all day, and only 
gets to enjoy a single glass of the 
cold Irothy stuf ai the end of his 
long, hectic shift, Still, at least 

he got to have a taste ol alcohol 
at all, The kid-friendly 1984 
version oi iapper abandoned the 
Budweiser license altogether and 
the Bbartender could only enjoy 

a glass of generic, unbronded 
root beer at the end of the dery. 
His Japanese counterpart, 
meaonwhile, served and drank the 
country's own Suntory. 


3. 


Vintage —- 1993 
Appears im 












Supertrog Vintage - 1943 Appears in - Cool Spot 





ANÚTHER GAME hero to cruelly have alcohol snatched way 
rom him, Superiog began lite as a Newcastle Brown Ale 
swilling Geordie, but a license agreement with Team 1? meant 
that he ended up a Lucozade addlict by the time ol the game s! 
release. Ône oÍ the world's original “energy drinks”, Lucozade 
literally replenished Buperfrog's energy as well as causing him to 





appeared in the game's fruit machine bonus rounds. Line up three 
cans of Lucozade and you'd unlock a special code, allowing you to 
skip to that level the next time you loaded up the game. 


mascot for some time, 








Encore 


isssisisssassssssssssssa HALL OF FAME... SUPERFROG::::: 


6. 
Vintage 
Appears in 


1999 


Fepsiman 


ANOTHER SOFT drink mascot 

to get his own game, Pepsiman 
appeared in Fepsis Japanese 

TV adverts during the Nineties. A 
sort ol bumbling superhero, the 
taceless character would turn up 
to help thirsty people, give them 
something to drink and comically 
injure himself in the process. His 
official PlayStation game saw 

him avoiding various obstacles 

on his way to a rescue, without 
sustaining any embarrassing 
injuries along the way. His reward 
tor all this hard work? À nice can 
ot Pepsi, of course. Pepsiman also 
appeared as a secret character in 
the Japanese version ol Fighting 
Vipers but the character has never 
made it over to the UK... Not that 
we miss his rather aggressive 
promotion techniques. 


Vintage - 1994 
Appears in = Coca-Cola Kid 


THERE ARE tons o! games that 
feature Coca-Cola, or so it seems. 
In actual fact, titles like Pac-Man 
Plus and Two Crude Dudes onlv 
teature drinks that are supposed 
to look like Coke but are not 
officially licensed. H you're looking 
tor the real thing' then look no 
further than Coca-Cola Kid, a 
Japan-only Game Gear game that 
come free with a red, Coca-Cola- 
branded Game Gear consoles. 
The game itself is actually a ferirly 
good platiorm game, with Sirider- 
style hanging end walljumping 
abilities. The Coke, predictably 
enough, is collected in cups to 
incredse energy. 


COOL SPOT is qn unusual game, not just because it featured a real-life fizzy 
drink, but also because its star was already the mascot of said drink, An 
anthropomorphised version of the red spot that appears in the 7UP logo, Cool 
Spot appeared in American TV ads for the drink in the late Eighties and soon 
got his own game, courtesy of Earthworm Jim creator Demid Perry. strangely 
Cool Spot is never seen drinking 7UP but he does surf into the game world on a 
huge bottle of the stuff during the introduction sequence. The European version, 
incidentally featured unbranded green botiles because TUP didn't want to 
associate Cool Spot with the brand in a region where Fido Dido had been the 
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The class and dignity ci Conher E Bod Fur Day extends so tar 
as to include a sub-gome where Conker must urinate on flaming 
demons, which ery ouí in pain, 'Ohhhhh! [ got pee in my mouth! 





How the UK's favourite software house 
took an unfinished cutesy platform 
game and transformed it into the least- 
family-friendly mascot platformer ever 
to grace a Nintendo console 



























| ks on issue well 

| documented in the gaming media over recent 

| times, to which the conclusion appears to 

be that gaming md comedy simply do not mesh, 
Indeed, most evidence would point to the loct. Nearhy 
cll gomes that try their homnd at comedy end up 
loiling badly for one of two reasons: either the game 
simply isnt funny or the humour detracts from the 
gameplay. Yet hidden within the industry's history are 
o ect: icianddo EA little gems that happily buck the trend. Leisure ui 
Publisher: THO Lorry, Grim fandango, Fsychongquis, Sam & Max... 





EAR E all these titles had moments of comedie brilhamce. Of 
E) a E =4 E , E f a E] F 
a the few humorous games in existence, t's Conker 's 


Bad Fur Day that is arguably the most interesting. 








The mission in vtách Conher bs transiomed into a 
vam pire-bot-squimel was come ol the most innovative 


elements ol the tiile's single-pleyer gameplay, 


isssriise: BEHIND, THE, SCENES CONKER'S BAD FUR DAY :sttiii: 


FROM THE 


FORUM 








The game was lontastic; 
it wasnt big nor clever, but 
certainly made me lough. The 
multiplayer wos fun as well, 
especially tha heist mode. 


TOSHIKARTEM | 

The Great Mighty Pos will 
torever live on in our hearts 
and minds, 





BLAKEY 
| This game wall forever be in 

my memory as one cf the most 

entertaining, innovative and 





lugh-out-lorugh funny games 
ever made, 


The toilet humour never 
wecrs thin. At the time, it felt 
live q masterelass in loughter, 
shock, level design and 
impressive graphic fidelity... 
Easily à personal trvourite 
of mine in Rare's 


development chronologry. 


[loved this game on Nbd! 
The comedy, while it could 
be quite childish, vers still 












Chris Seavor Not onhy was Rare's final Nintendo 64 game funny funny and tickled me (as well 
Project Lead and and brilianty ployable from start to finish, — l as being very British)| The 
Game Designer but it also had the most turbulent behind- dim? characters onto Gp 

Chris Marlow the-scenes changes ol any other Nb4 game. Lo T ae thcã tediced, the plil- 

ES At the tum of the millenium Rare Was sed a nene 
Louise Ridegway nc a Sa F with bells, suntlower with 





huge breasts, the building- 


ht mas during the production od the stealing the 


imitar synonymous with producing the absolute besl NEVER COMFORTABI E 








Robert Reanleod of the best. Goldentye periected the lirst- beshive from lhe wasps! mission that Secos first saw sized Amazonian woman 
Composer and person shooter, Diddy Kong Racing | WITH THE DIRECTION RR tc. Then thero co th film 
Sound Designer was arquably the best kert racing references - a Terminator-style 


+ + gama available, Bemnjo Kozoole OF TWELVE:; TALES 


took the platform genre to 
new heights, while oddities 


tilem = e a om! PIammini o DE + Ra 
like Jet Force Gemini and EBlasl 






















A 


Corps demonstrated a flair tor the 
inventive. Ânticipation for each and 
every Kore game was at fever pitch, 

At E3 im 1997, it was Iwelve lales time for unveiling, 

A cutesy plottormer similar to Hemjo-Kazoois and 

Donkey Kong 64, Twelve Tales was set to star Conker 
the Squirrel, a Rare-created mascot who, like 
Banjo, first appecred in Diday kong Hacing. Às 
Chris Marlow, programmer on Bad Fur Doy land 
*box remake, Live & Heloaded) recounts, freire 
Jeles involved collecting conkers ana 








robot, Alien, Matrix (erwesome 
secton), Saving Private fHiyom 
tagain, awesome sectionl)... 

One of my tovourite games of 





lt was brilliant, a real 
deporture from the norm, 
and with some excellent 
level design and unexpected 
delights along the war. À 
thoroughly good romp. K was 
tricky too, especially the poo 
tunnels level. Td equite lies to 
plery it all over ogain now. 


16? 


Lhã 


TETE 


Conker's Bad Fur Dey is stacked full 4 untorgettable moments, but if ore segment od the game 
shines brightest, à hos to be the Great Mighty Po, Though the word múght be used tos checply these 
dera, when it comes to qiant, opera singing, demon pos, H can only be bois to amy. gemus. , 





It's a brilliantly 
bizarre, 
insanely fun 
3D-platformer 
extraordinaire, 
and a 
wondertully 
lronic swan 
song for 

the N64 


items that would help Conker get around the 


world. Some gave you special abilities like 
cigging tunnels, survíving high falls ond so on, Tou 
progressed through various themed levels - Wood, 


and solved 
One might note from Marlow's 


Wild West, Prehistoric, Roman Gladiator 
simple puzzles 
generic description of Timrelve Tales that the game was 

ment by 
a platiormer on q console known for its plettorm 


bitle cause lor excitenent. 1 was a solid investm 
Rare: 
games, about a cute animal i 
ond created by a studio that, with the Donkey Kong 


n cheertul environments 


Country series, had proven its worth mn the genre. Às 
project lead, 
stotes, “Twelve Tales was aimed at the perce 


Chris Secvor, who went on to become 
eived 
traditional Nintendo market, mainly kids to earhy teens. 
Its direction owed a lot to the influence of Mario 6d.” 

While likely 
commercial success, the underlying concern was that 
à wouldn't share the magic the developer was known 


Iwelve Tales would have found 


lor. Among the diverse artistry at Rare it will come as 
bitle surprise to hear composer end scund designer 
Robert Bearnland recall, "The majority ol the team were 
never comfortable with the cute platformer direction cf 
“ For 
the well-ilustrated creative desire ol the development 
teom — it was essential that Conker should stand out 
from the crowd. The game needed a touch of Nair. 
This it got when Chris 
lead and literally turned the game upside dowm. 


Twelve Tales. the studio's reputation — and for 


sedvor stepped in as project 


“T remember working with Chris's first 








designed task — steí ive from 








the wasps, Moriow. 
“When we put together 


the 


SF S FE: 


cut-scene tor 


completing the 











task, Chris saia, “Why dont 
guns to pop out end blow the wasps apart! 
We did it, We cll laughed, The game's 


qnd direction 


we get some big 


tuture tone 


was set from that day on, It was 


tis absurdist subversion ot platform game tropes 


that would go on to dominate the remainder of 
the newly-retiled Bad Fur Days development. 
ALMOS! IMMEDIATEL” upon enterng the 


Secvor had showm his quts nd played his 
“The 


decision to reinvent the game and make it something 


project, 
cards, for as animator Louise Ridgeway states, 
we would went to plery and be passionate about making 
was a brave one. Most companies like to take the 

sale' route when it comes to making games.” Perhaps 
that 
IWwelve Tales was to become a controversial comedy- 
themed game, 


this is the reason why when Rere announced 
nost observers assumed that the team 


was joking. In fact, so fer was Rare from joking that, 
by Seaovors account, Bad Fur Doy wasn't 


cm evolution ol 


so much 
N E liga T> 13 ia [É W J=: io la b 

relve Tales as it was a complete 
overhaul: “Aside [rom a squirrel called Conker, nothing 
to do with Trelve Tales ever made it over to what 
became Bad Fyr Doy, 
was scrapped, like many games are, and a new one 
was started. Fresh canvas, clecm slate, very simple.” 


he exploins. “Trelve Tales 


Without doubt this constituted a big risk, but as 


Seqvor sees il, There need to be games made lor the 


love ol “em, rather thom becquse some locus group 
found out that ninja monkeys, sondbox 
anvironments and drop-ships sell lots ol units, 
His agreed, as Beanland recalls. * 


Chris was in the driving seat the ER 


team Únce 


team was a lot hoppier with the somewhai 
twisted path he tock the game down,” [H not 
market research, what would Seqvor count on 
tor successful development? “Talent, passion, 
ema trust. 
better than any alternatives Ive seen so lar. 


To look back at the development oÍ E Bad Fur 


t might not always pi but its 






























































Live & 
ifel fere te [=te| 


» Conker's Bad Fur Day was 
revisited in 2005 wath the Abox 
remake Live & Relocded, which 
copied the original's single- 
player game near precisely 
but revamped the multipleryer 
to include new wecpons 

end gameplay mechaniecs. 
Being a remake, most of the 
eftort in development weis 
placed on technical aspes 

As Beanland notes, “| had 

a lot more memory to play 
with, so | used the original, 
uncompressed high-definition 
recordings of the dialogue md 
sound efects, remixed every 
note of the score and added 
as much live performance as 

| could. We even managed 

to get a 5.1 mix of 'Slopreno' 
(The Great Mighty Poo's theme 
tune) and quest appearances 
tom American musicians Nile 
Rodgers and Dweezil Zappa, 
From a design perspective, Live 
& Reloaded was successhul. As 
HRidgewery states, The comed 
was still very obvious in Live & 
Reloaded and the game once 
again pushed boundarnies in 
terms ol graphics. Ironically 
enough, it was the same 
mistortune that reduced 

the original to commercial 
medicoenty that went on to mar 
its sui sor. Where Bad Fur 
Ly was released al the end 
of the NB4's lifespan, Live & 
Reloaded was released at the 
end of the Xbox's short shelf 
life, Nonethless, the limited 
sales caused by this once 
again would not dishearten the 
development team. “Tt would 
have been pica to see millions 
of sales, soys Marlow, but 
the feedback we get from fans 
and the pride we feel tor the 
product makes it worthwhile. 

I hope it will alwerys be 

fondhy remembered.” 


e psi q=20. [E 
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Day, one would have to believe him, for each cf 
these three ingredients was equalhy essential to the 


creation cf the Nintendo 6d4's comedy swansong. 


Passion wos the first ingredient added to 
tha 
luel could cause a designer to ditch what 


sterle Twelve Tales mix. What other 
was a near-certain commercial success in 
lovour cf a game centered around comedy 

a genre that, ol all game types, 


he least 


has 


proven commercialy viable? 


For a designer with the reputation of 
Secvor, however, passion was never in question. 


The same cannot be said for the second ingredient 


trust which in gume design, as in all other 


lorms of business, con never be taken for nted. 


re 


fm, 


THE 
the tightrope 
their gps images are 


SC RUTINT of censorship and 
e on which publishers anchor 
e well Enown. Very 
e» developers able to create 
ut constraint becquse their 


rarely a 
gemeas writ tho 
games ultimately represent not just each 
developer in and of itself, but the publisher 
and plettorm too. No publisher-developer 
relationship illustrates this point 

than that of Nintendo and Rare at the time 
oi the Nintendo b4, Alter all, it is only due 
to the twro c nie jes combined work thai 
isidered the console on 
which many ci Ta greatest games 
were relegsed. Needless to 
spoke much of Nintendo itself. One 





better 


the Nb4 is now co 
ip 
all time say Rare's worl 
could hardly 
blame Nintendo tor being watchiul ol its second-party 
developer 's 
great companies shared a common trait - a genuine 
Due to this and the 
trust that Rare hod earned through vears oi quality 
production — Nintendo gave to Seavor and his team that 
most valuable commodity: freedom. Às Merlow happily 


produce. IThemktluly however, the two 


JL Aa LJ 1 a a esses JR AL 
assion for quinas assion 


recounts, “We were given qn unheard ol amount ol 


free reign by Nintendo. Very lew scenes got cut.” 

Passion and trust are essential to game development 
lor one simple reason: a designer must have passion 
to form a valuabls vision, and must be given the trust 
to craft that vision as he/she sees fit. This is the path 
that opened to the truly remarkable and rare quality 
integral to all great works of art, ol which Conker's 
Bad Fur Doy is on all too rere example: 


em intimacy 
between creator and qudience. Every element of the 





game is imbued with the personality of its creator. 
“Chris Secrvor is a bit of an evil genius, “Bcrys Ridgewery. 
“The gameplay, the design end the dark humour came 
irom deep within the depths of his brain, 1 wouldn't 
go poking around in there, | comt gucrantee you d 
come out alive... or 
mentally stabla, 

Freedom in 
hand,  Seavor 
went on to pour 
every 
imagination 
the game. Às 


ounce ol 





his into 


Eeanland 


notes, [he initial idea 
tor the characters and 


E à EE MICTT SE aihaorys Cu 


lie 


choracter from and very little time in which to do dl, 


Secvor and his 


EM VE 


only 


main 


eqquality 


CONKER'S BAD FUR DAY 


Come 


qnd natural means 
was created. Unlike the voice production 
process of most games, in which an actor is 


up with stuff that made 
One should note here the startlingly unique 


from Chris. When we worked together in Rare's 
sound studio, Chris would give me a brief 
outline for each scene, [d hit record and we'd 
start batting ideas back end lorth, trying to 


us lmugh. 


brought in once a script has been tinalised 


given very little information to sculpt their 


Eng 


was a really 





Bo 


lan 


Chris 


pull lots 








Fur 


"None of 


and 


and 


lully reclized characters, 


Se CIvVOL 


but, more important, | 
good way to work," 


final edit," 


getor hos 


“says Beanland, 


team worked hand-in-hand, taking 


time was needed to discover 


was all very immediate and oll-the-cull 
ihe 
Às Seovor remarks, À lot ol 
wolce cictind in games 


[ think that comes through in 


CL ILISS 


as wooden lor two reasons: bad writing 


recording se 


Conker came completely out ol the blue,” 

While the general consensus might be 
that without the use ol professioncil actors 
a game 


limits its 


“Chris 


oi diferent voices out col the INTI 


through which content 


not 

aersonality. Tt 
says Beanland. 
the dialogue was scripted, it 


Cioss 


ssions where the voice 
no context lor or interest in 
what he's saving. À lot of the best lines in 


potential to render 
the Conker's 
Dey tecom would respectlully disa 
lhe ar y ot the voice acting was performed by 


ATOR, 


managed to 





| The syringe-wielding Tediz cleorly corry feoscial 


| orertones. Conker s Bod Fur Dey wos a far cry irom 


the innocem plotlosming of Rare's other NE4 títles. 
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bag, which [would then take md 
process in aillerent ways to 
help diferentiate them a bit more.” 
The acting produced by Seavor , 
Marlow ( the legendary Great Mighty 
Pobo), Ridgeway (lhe 
Juggas, 
md Beanlend, who cut 


sunllower, the 
Queen Bee) 
it all together, 


Berri and Ms 


easily rivals the standard output ofmost 
professional voice actors in games at 
the time — a point which says nothing of 
the quality of professional actors, but a great 
deal oi the benefit of recording with people close to 
the development, who already know, understand and 
herve a relationship to the characters they are voicing. 
THE FREE-FLOWING creativity that Seavor put 
into the dialogue echoed throughout the development's 
| Às Ridgewoy states, 
vision of how 


work, It 


entirety “Chris always had a 


he wanted everything to lock and 


was really useful for us as cnimators to 


rá someone who really understood every as 


of the characters and was able to convey E 
personcility traits to us. Herein lies the real Ea 
that Conker's Bad Fur Dery teught (or at least should 


have taught) the gaming industry. Im truth, there 
is no underiving equation to explain why comedy 
comnot work in games. É that were so, s Bad 


Fur Dey would have tailed. lhe crux ol tha matter is 


Conker's 
remarkably simple. First, as Seavor points out, “The 


designer 's ideas are either funny or theyre not, ' and 
second, those ideas con only become funny when the 
development team is given the lreedom to pour its 


collective personality into the work, Conker's Bad Fur 


Hd be hard te blame poor lil Conker for temporary 
torgeting about Berri and becoming semitten th the | 
giant, and Brilliant well-rounded Jugga. MA 
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Dery was funmy because Secvor himself 
iz funny end because he was able 
to express himself without restraint. 
The result? Undeniable procf that 
comedy in games doesn't just work, 
but can genuinely improve the overal! 
gaming experience. 


the humour would actually drive 


“Sometimes 


ths gameplay in positive ways, 
says Seqvor. “À simple example 

of this is The Great Mighty Poo. The 
WCIy that section was structured in terms 
of gameplay (throwing toilet rolls, the sweetcorn 
characters, the giant rm coming out cl 
level, which 


the poo) 
derived directly from ihe premise ol the 
was ultimately a humorous one: a gigantic poo 
E thing 
that doesnt degrade in his moulh is sweetcormn.” 
dad Fur Day had proven right Seavor's 


well without teeth, end the only 


= 
Nisa Ff 


cont sing 


Conker's 


Ancsher true ranty for a plottorm game aí the time, 
Conker's Bod Fur Doy's multipioyer was good encugh ES 
to val even the best ci the Nbd's split-screen action, 


CONKER, YOU WILL 


belief in “passion, trust ond talent. And its behind-the- 
scenes story would almost appear far-letchad if one 


of those core ingredients were to be removed in the 
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final act, which is, of course, exactly what happened. 
This final, potentially disastrous hurdla zoomed into 
view in August 2001 when Nintendo of Europe refused 
to publish the game - despite Nintendo ol America 
having already done so - giving the official line that 
“European localisation was not commercial viable.” 


WHETHER THIS was the 


Nintendo of Europe dropping the title - or whether 


true reason for 
it was instead the much more obvious reason df 


the mature themes, violence, bad language nd 


toilet humour — we shall never know, Secvor himself 
“Tt was published by 
THO in Europe. Ive no idea why” 
if there was an ulterior reason lor the publisher 
didn't filter down from Rare's upper 
menagement. Eilher wcy, gamers in Europe were 
quite happy with THO publishing the game, as was 
THO itself, which at the time remarked, “Bad Fur 
Dery has to be one col the best games ever createa, 
mn hindsight, to say whether or not 
Nintendo of E 
in not publishing the game, for as Marlow 
states, Commercialky the game did okory [it 
sold 0,77 million units 
thom we telt it deserved, largely because tha 
N64 was at the end of its lite and all talk w 
of the next generation ol consoles. Kanhede, 


shrugs his shoulders saying, 
suggesting that 


switch then di 


its difficult 
urope made the right decision 


E CHOSE TO 
RENT IT RATHER THAN 
BUY IT AS THE SINGLE- 
PLAYER WAS SHORT 


woridwide], but loss well 


which we didn't profit from, were enormous., 
People chose to rent it rather than buy it as the 
single-ployer was short nd the multiplayer 


was fun and easy to dip in to” Of course, Meanwhile, Marlow reasons, “We could 
lor a game in which the entire not have made a better game at the time. 






deve 
labour of love, commerciality 
was not the one and only 


h pushed the N64 to its limits, looking as good 
as many of the early next generation titles that 
tolowed it. We received a lot ol greal reviaws 


lopment ethos wus aos a 


and 


measure of success. “Its the gamers who plaved it seemed to enjoy it.” 
always nice to sell loads of The vision ol the Nb4's most controversial title 
copies,” soys Seavor, "but had been bom with Seavor, and it was his direction 


thats not the only reason and continual love and ambition that drove it to 


to create a game. Games become more them just another generic 3D platform 


are a cultural and ertistic game. In sharing with the gaming world his unique, 
phenomenon.” His team unbrided imagination, he gave the Nintendo 64 
would agree. “Bad Fur Dery one ol ils greatest games, and il's pleasing to hear 
js the work | am most proud the man himself say “While other games go on to 


of end was easily one ol the moTk, 
best achievements ol my 


coreer,'* says Hidgewery. 


make tons of money for the same amount ol 
in hindsight, lor Conter and the people | 
worked with on it, 1 wouldnt chemge a thing." 





Conker's sense of humeur stretched into 

| parocdy, not just of videogame conventons 
but of familiar Holhrwcod staples too. 

| 
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The plumber or the hedgehog? It's a question y “a, 
that has split videogame aficionados for nearly 

two decades. But in the Nineties a selection of 

sega and Nintendo branded cartoons added 

more Íuel to the fanboy fire. games * talks to 


PES Robby London about animation history... 


E, 


EN IF 
ii a 


| = = v45. 
PÁ Ta Fara racaa 


E SINCE ITS INCEPTION, deogames Making its debut in 1989 as | Re ot he o gia 
o inclu "has been characterised by mm to-Fridery e-up, The Super À . SUDSr 
sic Mexibilit | | ShOW WS CI po pas 1 children's TV seri 
jin the Us, Each epis a: 
| gile EE 
which star! e BX-WTB 
Lonrmy Wells as Ninter 
duo. Both actors wc a 4 ie en 
SEM slmpstic ro with a 
any vecrs. indeed, some oi gquming s tronsitoning to : 
most coveted titles have qa Iich an 
tremscel pela into media like film am 
the most lucrative CMC qols 


debut in the mud-Nineties 


the crurmatior 
Te TO cartoons based cn anything thai 
phenomenon. Once the Nintendo was perceived as already hot witk 
andising mil got rollim 


inundated arith everyvthina 


endorsed Junchk 
ls te extensive range of trading c cards 
Y Tet outi F call 
It's fi Pokémon 
ot stands as the mos 
having 
luction since 1957 an 
= "Okth reco mm 
here cm species ol Pokémon former Head of Creative Aflairs 
he list of videocgame-to-anime tob! ondon, who at this stage in his car 
Ikes tor on interesting d, the West had alr worked for Filmation qnd 
s an equally curious heritage of | tie 
t date back to the Hanna-Barbera-produ 


q82 * 
- b] 1 dá as 


tromsiorming it into a family-themed narrative where on origina! concept of which they er De Ira. 
gc-Mon and his friends batiled with the devious so evervone was trying to acquire the animation 
1 Pac-Land. It only zan for two seasons, bu rig to su tul characters and prope 
ai cortoons Ed on mes had With some | IN | 
: market potential even belore the dorm of the at the time, many animation studios lobbied actively 
ver, it wo e 1 be ET pe rs belore the to get the rights, lt was an extreme!y competitive 


environment, and Andy & 


leywvard CONTINUED >. 
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DIC CEO] had 
unerring knock for identifving these properties 
holders 1 DIC. 

we definitely red 


other Hollywood 


chairman and am 





Hormei 


o go with In the 


and convincing rights 


case of Nintendo, approgc! them, 


as Im certain did mos cnimation 
studios. They went with us.' 


Em 


Es LM 


pa 


SUPER SHOW WOULD 
vich featured the fermilicr | 
parodies Her Maj 
Hooded Robin And His Mario Men. Robby described 
Nintendo 


ot creative 


B5 E alt odes, INCITy 





OÉ Nintendo cost in movie 


lixe Um esty s Sewer Service and 


how the open-endedness of the 


source 
allowed tor 


“Most 


matericil 
ireedom. 
n the 


Greer Sense 


Eos pa | knew didnt like working 
OW! 


in forvour of simply 


ch discouraged 


the creation ed pp Eh 
to animation. I certainly 
that, 1 think 
probably 


adopt. For one, the 


adapting existing properties 
shared 
the 
among our tavourite 


that perspective. Having said 


ows based on videogames were 


sh 
calegories to 
videogames themselves were colourtul, imaginative, 
hip and more 


The other thing is thot 


them a little bizarre — in the best sense. 


ames of the era were so 


ande O 


undeveloped in terms ot characters, storyline, and 
depth ol lare, that 


with our owm cre 


It left a lot of room [or us to come 


tó 


something like a book or a movie which 


up ative material, as compared 
scr, adaptino 
her 
alrecdy laid out tor ua." 

did DIC 
Mario ci 
Nintendo of America, they were 


lie try 


something more unique. 


so much narrative and character development 


Not only « Entertainment secure the rights to 


produce ro OrIs, but alte! lurther talks with 


also given the green 


use other Nintendo fremchises as a basis to! 


“sometime alter we started 
tles were getting 


a reflective London. "We 


working on Merio, other Nintendo ti 


hotter ond hotter,” recounts 
had a good relationship with intande ana we were 


some ol 


populerity DIC 


trying to capitalize on their other titles, 


AF 
LRADILE 


which were growing in then 


nn Nº: 


incorporate mural oi the other Nintendo stars into 


up with Cont The Game Master as a means to 


ona series 
This 
Ee 


vin who gets sucked into q universe called Videolond 
while playing his NES. Kevin then discovers he's part 


E series focused on à EB TRICST named 


of an ancient prophecy to save Videoland frem the 
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of evil, and although initially reluctan 
the N 


Pemer Pad belt-buckle cmd NES Zappeir 


YECOMESs titulcr (Sc él th his trademark 


gptain 
ch episode 
place in a videogame-inspired world like 

Metroia, as Kevin teamed up with 
Mega Mem, Simon Belmont emd Pit, to 
The 
tor taking several bberties with 


then took 
“sost lovi EO 
»: Íncess 


defend * 


OT 
[ CINIC, 





| King Hippo, 


Videolona from the likes o 
cCoOrioon was also Enc We ri 


its source material — which included turning Mother 


Brain into a usar iace composed ol excessive eye 


rr 


shadow and lipstck - but by spoanning many classic 


litro 


sam pi mi 


, 
UU Em torcer 
& bis dida, 


a 
NES games Uragon Quest md Final 


mt curio nonetheless, 


Coptair N launched simultansously with Super 
1989 


became 


Nxture, 
Saturdory 


but rather then a weekday 
ot NBC's 
morming line-up until 1991. The series lasted foi 
Jd episodes, 
noticeably high production w aa Ss, 
NEC made budget cuts belore 


Show in 


Hm instecd part 
two seasons hoving 


alter 
e third and final 


with the brst 


However, 


mam 
BC! 


520500, 1 episode s runtime was cut to just 
11 minutes, with a substential drop in overall 
Then, 
o! 1584, 


A 
Adventures Of Super Mario Bros. 


Super Merio World in 1991] 


cifter Super Show vdepartes 1 at the 


Coptain N was partnered with The 
Sin 1990 ond 


4 les à [All du ed by 


quality, 


EIA 


The tro difecent Sonic cartoons 
presented VE difhenea! visions 
of the plonai Mobius, 
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suggests how it was the slighths more 
mature oÉ the tao cartoons. 
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Welcome to Casa Del Robotmik | 
tamed for its decadent metal E 

moustache architecthane. ' + 
Ene | “ to 


Sen jo : frem us, we were elated. We then tried 


bought 





would be to their advantage 
episodes ol into 
This would eltectively 


menomenon., But 


sell 
syndication at the 


a ia to ot 5 VET Sonic 


us 
same time, 
E-dery 
ABC wasn't having any of it, and is clly told us 


make it into a huge six a-meek p 


TriT 
LADA 


if we planned to syndicate & simultaneously, our deal 


NTE 
BIO vaio 


off. 1 was as first time 1 ever heard the 

with God 

ABO didn't like the idea of not being the exclusive 
ol their 

cr syndication 


with them 


phrase 


“you can go 


purveror Sonie by heving it running on 


weckends and first-run 
weekeerys. li 


É Lind É 


LTS DUO AS 


network Es 
sulbstontia] 
ata 


the idea oÍ 


during wouldve been a 
came 
th 


SE Tles, 


| PRE ad] ES Ex eh vira midia] T ma al mia q 
business Fortunately London up 


“TI came up w 


different So 


cm solution. 


od di, ih J TWO VE] kd ni x 
darker and more 


diffei ent 


at the network wanted, which we 


ond one that was Eis 


SETIÓus, 


less successiul than 


E TA ma rios: 
ted 13 episodes 


OTIS 


DIC. Bi th cartoons 
sfow and € 


WETE 


Super é onby Jers ecich 


but by having classic Morio their 


Us 


inspiration, each mini-series has its own unique 


IDEA OF PRODUCING 


charm that endecrs it to kids even today. 


TWO VERY DIFFERENT 
SONIC SERIES 


AFTER WORKING WITH Nintendo tor 
Dio 
instead putting 


EO 


Tr ui 
o |: 


VU JO! TIVE  hiatu 5 
cartoons like 
“Honestly, 


“We were producing 


Went om 

eflorts 

Coptain Hionet And lhe Poneleers. 
London. 

halt-hours ol emimation a year back 


YedgIs, nam 





Eres 
ELiad 


ER 


om 


eyimm 
La di ss , 


and style, Le. goofy, 


which 
our delight, ABC agreed to this. 





art cartoorny end gag-driven 


Eros ERT 


bit ota blur, reminisces re would synoicate during the week. lo 


ao 
which spanned several series 


ENET then, so wo were able to 


ema all the networks lunch both a network series and a syndicated series 


While my memories ol the Ninte based shows based on the some character simultomeously - q 
are lond ones, | dont have any unique emotiona television Drst, And that is the sole explanation tor why 


connection with those ler. Indeed, i there are tiro series which are so different.” 


series in pardcu 


wasn t until 1993 that London had his first encounter Adventures Of Sonic The Hedgehog and Sonic 


the Hedge 


L 
hj JT, 


the Animated Seres (olten referred 
14: bar 
ma é tc 


IAN 
morning timeslot) both launched 


with a blue hedgehog, for whuch LIC is better known. 
“K was the same initial process as with Nintendo,” to as 
now DIC first 


Hedgehog ha 


+ a 


+ Er 
Lá do 


Saturday 
1993, 


had more of a Hood Runner aym cirnic, 


Sonic Sat due to 


nostalgic on in September 


with The 
become huge qnd we thought we could sell it to 


ir Londo YE 





recalls « 


got 
| 


Tr be nam e artr º fem fp r 
INvOlved sega. “Sonic Adventures 


with Robotnik's poir of dim-witted henchmen -— the 
chicken-like Scratch and the tunnelling Grounder 
setting up ACME-style to 
and Tedls, but with suitalbily slerpstick 


one of the networks, so we approached Sega and 
them. A network 
prestige 


made a deal with was clwoys constantly traps 


the preferred placement becquse cf capture Sonic 


better potincis tl nd higher foes, So wher BBC and over-the-tot dA SEA UEL 


A Fink in the Past 


E WHILE THE SUPER 
Super Show 
mpanied by 
a Morri cartoon from 
Monday to Thursdoy, 
the Fnday showing was 
reserved for The Legend 
CH £eldo. This animation 
was loosely based on the 
first two NES games and 
focused on the trials of 
Link and Zelda as they 


tought Ganon. The senes 
had both sides vying 

tor the Tritorce of Power 
with the 

of Courage 


and Wisdom 
Tntorce « 


the most vocal in 
Hyrule history, as he 
tried, and failed, to 
get Zelda to kiss him 
de. But 


the cortoonas most 


surprisinghy absent 

and was laden with 
familiar sound 
bites as well qs Moblins 
“Tdid 


like the Moonlighting 


teta 


and Qetoroks. in every epis 


heinous crime was 

Link s a ssa 
cotchphrose of 
EXNCLUUNLINUDE FE, 

Princess!" 

which he 

managed to 


spout 29 


component ol The 
Legend Of gelda, 
muses London, whie h 
was loosely 1 ed 
by the relationship 
between Bruce Willis 
and Cybill Shepherd 


in the hit primetime 


“Well, 


saries ol the era. times in 
just 13 


episodes, 


indeed, this roóguish 
portroyal of Link was 
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t was very child-friendly with Robotnik 


being portrayed as a dostordly vilain NINTENDO WAS 
iring to take over the plonet Mobius, Some 7 | | 
also kept his cool videogame persona, REASONABLE, 
ma was partial to the odd chill dog. The PROFESSIONAL FAN ID) 

series would last tor 65 episodes, and was ? joke later, we ultimately capitulated and 'gave them eee fr 


| e. 
broadcast in the UK the same vear, courtesy cf €/0/0)D KO) DI: WITH | a (E | Ba the finger". remains) my first passion,” he soys with a 


1 smile. “The way we chose title songs was to 


huge deal for us to go back and re-animate all the Sonic Underground rock band, cmd it's 
loctage that had already been completed, because this musical theme which endears the 
doing so would jeopardize our ability to honour series to London the most, 

aur enntreetor l dadas Md Cosmos SERSIE bso!] 4d sy " ho pus dm Em 1x by a ' 1 Pa ma 
our contractual airdates. But Sega was absolutely eve a porticulariy tond memor, 
insistent that we add a tourth tinger, and, as | liked to Of this series because | wrote the title 


Channel 4. 





Sonic SotAM, in comparison, had a more BUT DESPITE À few early misunderstandings, solicit spec submissiona from various composers. 30 


DIC Entertainment and Sega of America would once | secretly got our music supervisor to throw my demo 


em À 


gave us quidelines up front, exercised their 


meoture and oppressive premise. The planet in 


question was still Mobius, but the zany imagery ol approval rights and reviewed and commented again collaborate nearly five years later. "Iwas happy into the pile, under a pseudonym, so nobody knew [had 
Adventures was replaced with a robotic dystopia on al the materials,” Robby recalled when asked si to do dt” recounts London when asked about the written it. Since 1 was normally part of the group that 


1 


where the sinister Dr. Julien Ivo Robotnik had ensleved about how involved Sega and Nintendo were in the last Sonic animation DIO would produce, “We had chose the song, | found a ruse to abstain from voting, 


the once peaceful inhabitemts of Mobotropolis with production process. “My recollection is that Nintendo worked out our kinks with Sega and knew what we end the others picked my song solely on its merits. was 
his army of SWAT Bet soldiers. Sonic then joined up was reasonabls, professional and good to deal with. were decling with. 1 enjoyed working thrilled. Sonic Underground also came out 


with the Freedom Fighters - a ragtag assoriment | Their America office seemed quite capable ol speaking vaith Jane Thompson and we knew lhe during the heyday of Napster, You could 


ol anthropomorphised characters including squirrel definitively on behalf of their Japanese oumers, and E sonic character. The release of the keep track ol how many copies oi a given 


leader Sally Acorn and a rabbit cyvborg named Bunnie dont remember any cvroblematic disputes with Dreamcast was port of what motivated song were being traoded illegolhy cond while 
) ! ] a ! ! J , Ati 


Rabbot - as they battled Robotnik's conquest to take Nintendo, which was not always the case with Sega het Seprrii the production ol the new series and most songwriters were [urious because 


Li dio 


over the planet. The series lasted lor just 26 episodes ol America,” ] lhe concept came fFom DIO stafl writer ihey were being deprived ol royalties, | 


with season two ending on a clif-honger as Sonic and Phil Harnage.' 


Ed L : | was unbelievalbly thriled as [ watched the 
IT SEEMS THE difference between Nintendo and T Sonic Underground was first broadcast 


Sally destroyed Robotnik's doomsdary device, onhy for increasing number of people stealing my 


E) 


onively - Robotnik' s nephew - to then emerge as the 
new villcin, There were even plems tor a third season, 
but these were scrapped alter the series was abrupithy 
conceled, much to the disappointment of the Sonic 


SotAM tanbase. 





But despite the premature concellation of Sonic 


SoM — which was a victim ot a rapidly changing 


ig curóped (lo saras poar cs industry = the working relationship between DIC and 
Sonic Spinball Clearky. the word 'rodent É iii J omni E a 


sega was a bit of paradox, as London described how 
working with Sega had its ups md downs, “On the one 
Ma RE [ms - 


METSOT thort pe (= [| Ci ssig nad tô Da Our contact 


nerna, the | 
spent more time at the studio and was more hands-on, 
Erpicaly this could be a nightmare, but in this case the 
person was femtastic. Her nome was Jcme Thompson, 
md any tons ol cur several Sonic series have jone to 


thank tor being so terriic and protessional to work 


in 1999 on VUFN and would continue 


for two seasons — totalling 40 episodes 





song, because it mecnt they liked nl" 


Nonetheless, the demanding production 


befor a it was concelled in ZON) with Ex-hea d of DIC ATraroninena h [| d also CCIS 2d London EOTIS 


its storyline unresolved, IH shgred a 

lot of sirmilemritios with Sonic SatAM in terms of its 
Robotropolis setting, which was once again occupisd 
by Robotnik and his legion ot SWAI Bots. But instead 


of the Freedom Fighters, the plot now revolved around 


creative frustration, “The hardest thing was 
producing these shows on suçh ludicrously chalenged 
schedules end budgets. Plus we were always producing 
several series simultoneously. It made it impossible for 


me to give any one senes the attention | would have 


the videogame publishers remained strong. “They with. But on the other hema, the senior management sonic being port oi a roycoi bloodline end the righthul liked, The other extremely difficult thing was heving two 


here suggests it's Robotnik's table. 


at Sega at the time could be arbitrary, capricious and heir to the Mobius throne - along with his siblings “Cliagnts - in the networks and nights-holders — who both 


mi 


irustroting, end | remember there were a lew big and Sonia the Hedgehog and Manic the Hedgehog. They had contractual approval rights. Believe me, it could 





















not-so-pleasant battles. | dis, ra also possessed medallions which could morph into sometimes fee! like Hilary Clinton trying to reconcile 


London then recalled a cultural clash, where digits instruments so the trio could plory together as the titular differences between Israel and Palestina!” 


D AS WELL as writing SEy 5 were going to use it as 
the title song for Sonic e it, but in typical 
Underground, Robby also comp pt n, they 

contfessed to composindg jectinog them and our brought in one ol their 


were lopped of! before being hastily sewn back on. But while this extreme juggling act between networks 
ir dona roda od pan ono IP owners wasn t for the loint heorted, it was clear 
and LucasArte' Day Of The Tentecis MARIA REINA MPRDEIL À NG SARA ALTA o 


Qne cl the more interesting conilicts involved the fact 
that, as a standard animation practice to save 'pencil à % + re puredy coincidental, that London wouldn't have changed his time at DIC 


mileage”, we had given Sonic only three fingers and a for arthing. “IL was unbelisvably fortunate to have an 


the intro ballad for Soni music supervisor Was favoured composers to thumb. This is done regularly with animated characters, cnazingly long run cf continuous employment in q 
SAM. "Iwrote the lyrics, getting frustrated. I thought trechk it. So whoever it 


including the phrase [had a handle on what was [Michael Tavera) 


and Sega of America's upper management approved creative position. The privilege of making one's living by 


our design of Sonic with this. However, several months writing and producing cartoons is a pretty great thing.” 


“The lostest thing alive they were looking tor, so changed the music a little 
| thought, what the hell, and ended up sharing a 
I'd take a shot at it. We song-writing credit with 
submitted my song to ABC me. But for pi T 
útted. The backstory and they really liked it. 1 always consider 
is that we had submitted initialhy beligved they mostly my song. 


later, someone back in Japan complained, because And with 257 episodes oÍ videogame-inspired animation 


apparently the Yokuza has a habit ol chopping of under his bell - many of which are still enterteining 


fingers, or something. | may not have it exactly young children and gamers today - we couldn't agree 
light, but it was something kke that. In any case, the more. Although games” feels compeled to soy 


r 
three lingers was a big problem lor Sega ol Japan, that Pokémon is still way ahead, both in terms of 





which was ultimately the controlling entity It was a volume and fingers. 






The quality of aniroation west 
the greatest strength oi DiC's 
ddecearme cortoona; some ol the “a 
character designs wouldrt bol cut ARA 
of ploce on a bocileg Tahirt, - 
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The Nintendo Famicom. You already know 
the story, right? It's the console that changed 
the world. But what was it like to actually be 
there at the time? We talk to some of Japan's 
best-known retro-gamers to find out 


THE YEAR WAS 1983. Over in America, big-hair rockers 
Styx were providing some idea of how Japan was viewed by 
Westerners with their Mr. Roboto (and its unlorgettable lyric 
“domou arigatou misuta Roboto”). But in Japan, contemporary music 
and fashion confirmed the country's capacity to contain contradictions: 
Western hits like Irene Caras Flashdance... What À Feeling rubbed 
shoulders at the top of the charts with traditional enka music from the 
likes ol Hos: kci E Ti ikashi and Eisaku Qecwa der lt 'Sa zanka EJA 
fado was the best-selling single over the whole of the year); girl group 
Worabe warbled out wholesome ditties while Seiko Matsuda set out on 


a career whose length would eventually earn her the nickname “Eternal 


musical success wilh movie fome, appecring in Sonny Chiba movie 
Legend Of The Eight Samurai and topping the charts with the theme 
music to Detective Story: 


isewhere in movies, the unlikely ponring of musical spacemamn 





David Bowie and TV funnyme Beat Takeshi won critical praise for 


their deeply allecting performances in Merry Christmas Mr Lawrence; 
Nankvoku Monogatari was about to establish ilsell as a timeless 
classic, about an illfated scientific expedition to the South Pole and 
the Huskies that were left behind; and a celluloid version of manga 


Ê Re k] a + ad 4 | 
serial Baretoot ( 


Gen brought the horrors of Hiroshima to the big screen, 
Another manga to receive a movie outing was Urusel! faisura, courtesy 


of the then-unheard-of Mamoru Oshii. And while it would be another 
lew years before he would receive his own movie adaptation, Kenshiro 
was just starting out on his neck-twisting, face-breaking journey across 
apocalyptic wastelands in the new Fist Of The North Star comic strip. 


mmonase TV schedulas also quve seme hint of what woe to coma 
japanese iv schedules ro gave some mini ol wndt Was to Comi 





lor Western qudiences, thanks to shows like Beast King Golion (later 


, 7 TF. ] a] [| E ad | Rr ATO TOO Td 
adagpted as Voltron), Genesis C limber MOSPEADA 


ater adapted as 


part of the Robotech series), and Dynaman (part of the 






















SEE Essas scanner caraca scsssttimestiss BIG IN JAPAN IN THE PIGHTIES sis 


nº Super Sentai series that would later be two button combination from the Game And Watch, 
EE 


trio : nm í 
| > ss. turned into Mighty Morphin' Power Rangers, 


and even incorporated a microphone into one of 
In politics, Prime Minister Yasuhiro Nakasone was the joypads. 


But what did it actually feel like when it lrunched? 





busy cultivating the special Ron-fasu friendship 
with Ronald Reagan, while former prime minister What was it like to play? One man who remembers 
Kakuei Tanaka was about to be found guilty of very well is Japanese comedian Shinya Arino, the 
taking bribes from the Lockheed Corporation. 


We talk Famicom with Japan's 
premier retro game celebrity 


modern face ol retro gaming thanks to his TV show 





And in videogames, the release of the Nintendo GameCenter CX. "T first played Mario Bros. at my 


Family “omputer was about to change the friend Endo-kun's house,” he says, sto a 
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world. story that will be fomiliar to gamers e 8 e. and you're half; rory to | only has the Game 
a = ——. E ar 
1 Ê E a] Ne 4 +hi q whata Britisl Center CX series helped 
fou probably know much of the story of all ages. “We hod this rule | =E E — | imagining what a Brit h 1 Cent eries hy Ea dE 
14 OAN | | | equivalent might be lixe, ' ÁArino meet some ol hi 
already. 1 Iounched in July, for 14,800 yen, that wed swap places when | ps] ES] E a aire a dk. l ; am 
mi na MEO a NRO RE Rg etc but it's hard to sse how | videogame heroes, its 
1004500 TOP-004500 aa with three games ca at lounch: we lost. But since Endo owned ZE cume Brttioh comadieme.  * cias gemed him em 
pés nora y kong, Donkey Kong, Jr. and Popeye. the game he pla pe IR Merrio, aca A could compete with pena membership cf 
Although t got off to a slow pt and was ond the olher live of us had to Fanúcom game starring Becri lakeshi. either Arino's madcap | Namco Bandai Games, 
iampered by a product recall to sort out a brand of comedy or his ! and given him the 
dodoy motherboara, by the end of the year “The first game [ played was ohigeru Mivamoto 5 impressive videogame + chance to help design 
À | ! Era A = | di te E ! eu les | lr Bemol m = , = E Tr T u a a Mo a = 
it was the best-selling console in Japan. NO TD) RS WERE WHERE Donkey Kong, says Iakahashi. At that time a skills, honed as a » his very own videogame. 
e E ; : F am JOY OVOI SOL pi e Cé NE e dá 
It xould go on to he manutactured until DNA! NT : = cheap compouter was about Al [), DI) Ven, 580 | WS 5 “ho olho Over Sessions Creme é ente! Lay - Árino 
ria tais ki | f i | | | et Sl [im h fe E E PES I nt Ch MICÊ nIia 1AMT = 
2003, marked the former pleving card QUE S HUNG OUT, really surprised that you could play dad quality at Ss y pra” ANNE de T , a p Sm Chu e a pics 
; E re with his friends. The | Teleased in Japan in 
meanutacturer Nintendos trensition from | games en ardware that cost 14,800 ven, with a size EA 
n : a A ; i show sees Árino plorving + AU te ind later releaseo 
traditional toys to electronic entertainment, games that cost 4,000 ven, And after seeing that EF | 1H tretro | tha Wi Hal 
| a Mad doi E” é az THFRE IS « rough a dillerent retro | int he West as Retro 
and the start ol its continued rise to become COMI EXTORTED MONEY game, Rea doca ed to make games lor the IE THERE IS o qdme every enisodi me Challenge) 
: ! UL * EVELV EDIBUDE, Came CLIE PIC 2) 
one of Japan's most a companies Famicom, so 1 think it had a big impact for all of us ; al foi | as | 
one oi japan s most valuabis companies. dd, BETA TO dd AH lho enduring appeal of tT Fina to úteis their | - eaming a respectable 
ER PAçã, Tor pp DE a cipa — Miro! 12 eia ter! 1 A E 
working at the company. Famicom gamina, it's orutolly hard difitcul ty | 33/40 from Famitsu and 
TT my sa 47) i ul j RS AR NA 
EHEHE IN A VIDEOGAME Jondscape characterised take turns playing as Luigi. We had to swap In spite ot the arcade quality, however, the scale c hinya 7 Arino. urves in he e space ota + receiving lavish praise 
>y single-purpose hendial d toys like the Game places alter using three lives, but as soon as ct that impact was by no means assured when ek Levi 2wn as one single day. | from Western critics. But 
| ST a : A Has asa Rá E Km a cleriHeaiias id 
And Watch, or underwhelming technological [| had won twice, Endo hit the reset button and the Famicom lounched. Atsuhiro Eguchi is now Although he has | árinos dalliance with 
E oe oi as, + Es r . E à É. = F E 4 e RAY . Ra E w- lsrur E | rir SA Amir “th 
throwbacks like Epoch's Cassette Vision, the 4 stupidly told us, That dic o t count. We all ignored a director at a videogame emp ny but he also iko. Together with been kn to o play the ereto ae 
à “a, Ele E rat his parinar Meses occasional PlayStation ' éênda there, Ne also 
Famicom was a technological marvel, boasting Endo for a whole week alter that. remembers the day he brought his new Famicom Aus pariner Masaru 7 o fi ui he DS 
CD A e RR a É E E sr Re ig or Dreamcast title, | stars in the DS island 
a Ricoh 2403 B-hit processor, 2 KB cf onboard | Some things, it seems, never change. But what home, with a copy of Donkey Kong. “The graphics Hamaguchi, he's a Pas tatoirhias ias E ia nene 
: o Pri emritur mt tha = PINTA o fa fi Via rm 
RAM ESTA se 1d cmmilca À lette of E E mala ar nd i EE li E to Ur Ie E po h h a , a as ger A by li ko H O la "TH o aid k A 1" h a ea id lixture E EI Jon ID CL NA + SUIVIVA ltd EIS paira 
AM, an unprecedented palette o! 94 colours anc "was it like to walk home with the future of games are exactly Luke the arcade! | thought at the lime, he ' Ds agames feat red on “Mo Muiintou Seikaisu 
o. fe: , k ES EIS do E : : i ; , ; à a PERA Er | Ee pa ente eál É É À Pe oo pe io. E É O n Japanese T V. he) 1 =) ALL AL Med SESC ISIS META LI LO Li, 
five sound channels. Housed in attractive red and : under your arm?! “I wasn't bought one until 1986, “Iremember my older brother asking me why ja li | Game Center CX are vo wbich, bringina the 
| grp uid performing traditiona PRIDE AREIA ro Rd ia Da” 
white plastic, with two controllers wired into the + whenwas in the second year cf junior high school," ! o got this no-name game console, and that I should PR Famicom games, from | story full circle, is based 
back of the console, it carried over the D-pad and 4 Arino continues. "On the way home from buying it, have got the MSA which had loads of games. But in appearing on Sereia Fie Ar ng ad uto | on one ol foiko s non- 
do Ringo e "LER cd k A à ETA iris MT AL saum 
| three high school students walked up to me and the end, the Famicom was Riot SUCcess, 80 shows. and even takina Derby Steall sispoguna TV shows. 
- LE al LE Paso "20 LE] Lico n i z 
i sera cesaerata he Tosa ehet ves isa Cro That em area rena] rlobat EAR A Ped ERES a At Qugqnout i O Tt do those 
E Donkey Kang was ane od just three games | a said, menacingly, Look what Fou ve q Dia: À just got [was DrUVEQ right. pai tin islend-survival É d ih ai ughou is i So ag : Envie 
rvailheitda for he Fraco qt haunch. - 1 “on my bike as if [ hadn't heard them and pedalled reality shows the challenges, Arino | high school friends, with 
| 1 i Es Bivas e PE E i rd k pel , 
E i ap Es e Tais meesmtdta lago mer Essen areal! E m FAM COM [ hi E »olo Arne ng gamers PECEIVEE help LrOm à JOPM ME sharpened 
o o | home, as I didn't want to lose my Famicom! ge INDEED, THE “OMS huge colour lg gamers 
1000800 5jp E TOP-000800 hor ri twant to lose my Famicom!” | fo | Ac. pipes dd det 
E pi = EOHIS | Thank the videogaming gods that he got it back palette easily eclipsed Segas 5354-1000, released ec So various ways, whetl | ink pd him acice j 
, ; | = | ; “is E ie nice grious ways, whether think of his success as 
DM a | 1 salely. But crucially, the Famicom was responsible on the same day as the Famicom with a mere 16 à ad Dido paper Rope PA 
|] aa = elsedolr) ERRAR ER com wihamere 6 same Center; its bringing him somo | avidoogamer? “Im 
] A + "tor removing this sort of undesirable element from colours; it was cheaper than ASCIIs MSA, and its OX dy sho snacks or a strategy " not really in touch with 
- | the world ol videogames, Just as Atari had done technical superiority doomed Coalas PV-IDOO to falso Aa e am guide, to slapping a | my friends from that 
in America, Nint ENC brought videogames out tailure when It Was release sed leter in the FESCIT, “In DV Dj th ort' ah nos special EVT BS o! silch CITLC ; time 20 Gon know, 
l (] Lt E? à 1 
| O seedy smoky arcades and into the salety and terms oÍ the price, and the quality of the a ca entirelv dedicated to piaster on his lorehead + says Ari “But they 
| security of the living room. “Arcades were places | think the Famicom was better than the MSXA, but retro gaming. esc to keep him cool | proba bly watch my 
1 ; o E rs à BVOI DOT ' a eim E Ê om Ei ', vi 
| where delinquents hung out, and | didn't went to get since you could program the MSA the two weren' Mitchell and Webtl they ve even en a Ee think, dps 
5 T | ] bu ! | ' oe fo enown to play the actual is0d, that guy used to De 
| | extorted money, so | didn't go to them, Diario Árino. really comparable, points out Iakahashi. But the pl yingy SNES games for j sie | ir DP CL rd 
RA ER ES nie Es As Ee PR a CSM LR ERR OUR games when things | the number one biggesl 
Nor did Meijin Takahashi — famous at the time Famicom's impact was like a typhoon, end all ol I2 hour e t while get ttoo tough. Not +11 group!” 
snacking on fast food get a bit too tough. Not |! loser in our group! 





tor his super-lasi isa finger, and the other game machines got a bit lost in its wake, 
now a general manager [think 
at Hudson. Or, as Eguchi putsit: 1 agi l VoCHE ht the Famicom 


about a year alter it came out, when it wasn t very 





well known, and there were a only about five 






games, [wanted one to play Donkey Rong, so Iwenm 
the toy section ct q department store to get it, 
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But when I got there the sa ale sman triec 
away, saving, the Sega 5G-1000 is the same price 
and has more games. AR after hesitating, my mum 


MIN TEM bons 


said, The Famicom looks better, so why dont you 


N NTENDO Y6, 


buy one? 1 quess | owe her one, -Bés quse now it's 
NBRA7DFa-2 EL-DDS-LOZER! 


e aca lr ra 


developers and franchises that are still around de, 
today. Árino, for example, has been CONTINUED :- 


clear that that choice made me who [am today.” 
Indeed the Famicom shaped the lives of many 


Las 


185 








E m au 





E The game below needs no introduction. 
was as successtul and important in Japan 
as it woe the rest of the videogaming world. 








able to meet many of his 


gaming 


heroes thanks to His Game Center 


Tr 
CX show 


and 


including Shigeru Miyamoto 


Meijin 


a bit surprised by Meijin Takahashi - his 





indeed Takahashi. “1 was 


trademark hairdo has changed [irom a Qufly 





perm and cap) to a skin head. They should cal 


him Takahashi Sernin la Japanese vord meaning 
wise old master ].º 

And as for the wise old sage himself? He has also 
“Ive been 


several ol his heroe 


been able to meet several 
able to meet some ol the people oncadaibie for the 
modern videogame industry,” says Takahashi, Like 


the creator of Space Invaders, Tomohiro Nishikado, 
and the man responsible for Pac-Man, Toru Iwatani. 


Ive also been able to become good friends with the 


creator ol Aevicus, Masanobu Endo, 





EH FRANCA 


Mario 


DES LIKE FIN Fantasy Metroid, 


o. i Eres ro ÚQues 
Super Bros.. Seat duest, 


gelda, Mother. Kirby Aevious, Bos tberman, Donkey 


all ol 
thanks to the + 


HONG... them appeared on the Famicom, 
way Nintendo cpened up its new 
system na publishers (indeed some cl 
those publishers even designed customized chips 


dard Rº 


such as Konami, for example, 


to supplement the stan JM cortridges that 


na games came qn 


TO 


which developed the VRC 6 and VRC 7 sound chips 
games), But 


these games represent just the tip of the desta 


to increase the quality of sound in its 


The Famicom was home to an avalanche of now 
dimily ont halt-toi ciótten d] pit strange, 


or just plain awful games, 
Of the notable entries include 


for JB, SOIS 


the detective adventure game, Portopia Renzoku 


Satsujin fken, by Dragon Quest creator Yuji Horii; 


an early rhythm-action oddity called Otocky, and 
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THERE WERE A LOT OF 
RUBBISH GAMES WITH 
FANCY MARKETING 
SLOGANS 












proto-survival-horror title, Sweet Home - a 
precursor to game designer Shinji Mikamis 
later BioHazard that was, oddly enough, produced 
by Juzo lHemi, the director cf cult classic comedy 
movie Tampopo. 

As for the arwftul, there were so many of them that 
lhey even eamed their own eslang term: Eusogo 
— literally “áunou Senkan Garu is the 
worst, Think,” recalls Takahashi. “It's not about how 
difficult it is; it's the fact that you need to collect 100 
items belore the end o 


crap games, 


i the pa Jamie Es Di 1a EVeT the muid- 
level bosses are unforgiving. And if you're deleated 
vou herve to go right back to the start, without Your 
items. Even thinking about it now, it's too harsh. 

But it wasn t the only such tille, 


were a lot oí rubbish games with lancy marketing 


“LI remember there 


slogans,” says Arino. “À hundred screens of 
Bungeling Bay tor example. Those were the 
sorts oi game | ended up buying... 
Interestingly though, Bungeling Bay 
was the first game designed by 
Wi] 


use ol the 


7 ad ami 
sim Cily creator Wright, 


nd it made 
microphoneembedded 
in the — console's 
controller. 
to do 


so was the universalhy 


SECOND 1d 


Another game 


acknowledged classic 
of kusoge, Takeshi No 


Chousenjou. Today, Árino 
























THE REAL 
COST OF 
GAMING 


E IN 1983, À new Famicom 
cost 14,800 Yen, md games 
cost 4,000 Ten. Here's what 
else your Yen would have 


bought you back then: 
100: A botile or 


drink (150 toda) 


F170: : 


Jump DÃO | | today) 


200: 1. packet ol 


cigarettes (350 todery) 


| 


sá SUDO: A A men': 


CINTO 1 the cit Vi lokyo j (up 


LO Wa E | vd CTV) 


33,900 (sc!) E2,800 
(child): Tokyo Disneyland Day 
Passpo rt (E5,800 one F3,900 
today respe 


SÉ son 


Com 
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18,000: À rondusero 


(the storm ie rd hey 
duty schoclbag used by 

element my SILuGEnts 
Fal í X |] low Jony) 





ciboul 


E — 


E lul== ne 
Sn EDER 


who lent his at d 
Noameo's 
Saorma no Meitantel. 


And pm 


sior was s:Árino is h NETe 


THITILE 


detective 


who inspired the entire Takahashi Meijin 


No Boken 


CIC ptarti UT] 


JImer 


the Executive Vice 


recounts lakahashi 


said, Takahashi is really por 


NON, SO wrh F 


into him?” E was the 


made me really happy, because Inever thought 


onother me would 
in a videogames. 


seeing me in irouble and tried losing the game in 
front of me on purpose, in the end 1 got to talk to 


more kids, so it was 
ENE THOSE HDS. 
there Is 


os in the West, 


scene, typilicd | by Arinos TV 


games, and stores like / 


SO winy, exacthy, do Famicom quUmeass boast such qn 


= 


enduring ap! pealr “Tihink it's 


were based on a single, simple goal, like 


princess, 


likeness to 


adventure 


1, Jdeijin Tako fd 


nally an 

Vronder 
ov “Iwas at the development site with 
President 


Li TI 


ol an card title 


at that 
ra merh JE = 


ulorr Tio E 
dont we turn this character 
first [heard about it but it 


iithough the kids seemed to like 


really fun.” 


IT seems, 


lorgotten just how much iun it was 


have never really 


a healthy retro 
how invoialio 


ad rr, 


Akihabara's Super Potato. 


or protecting the plonet,” 


Same 





shl, 


be able to go om adventures 


gaming 
phone 


36 1h0SE quImes 


' 

| 
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«In Japan today, + 
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saving the 
Ê 

| 


reckons Árino 


TERRENCE 
anna aan 
none 
aaa 
noonononannooncononanoooonononoooonnonoonoonooononmnmaa 
has starred in a couple of videogames, but he's , himself 

= ” r EF ' 
not the first famous comedian to do so. Takeshi No ' agrees: 

Chousenjou was designed by and stars Japanese | 

i ] é Ê 

comedian and polymath 'Beat' Takeshi Kitano, in 

1 É á Ê 

the sort of bizarre succession cf non-sequiturs that | 

encapsulates the career of its author. Another star |! 

] nt) psd do EE er EPE AREA VE pe P 

cf Japan's comedy scene bs à grace his own (more | 

= = Ê 

conventional) game was Sanmoa À E siáiidrs 


industry s first 
chopped-up, 





“They were & 
“Becaus 
drawn out Of so aa pixels, you 


peof le still DEI 





signibcantiy, 


ast game 


the appearance of the 
broadcast, 
a sudden 


in your own adventures 
experience 


videc UTI 


are much more realistic ond beautiful, 


pro be 


able to create worlas ol their own 


And that, 


really, was 
success ol 
was in the West 
a defining 
videogames 
So EU are 
room, 
to where it is tod ay. 

the industry towards 
resuscitated an 
format that many 
West considered to 


its uselulness., nda, 


taltering 
rearranged, 


content that defines cur world today. 


lhe 


ever to be 


word on the subject to Takahashi himself, 


for receiving whatever TV shows the 


LT POLI WTI home, 


«For the firsi 


nothing that can eclipse that impact.” 


Retro memories from the fastest fingers in the East 


IF ARINO [5 the modem 
tace ol Famicom gaming, 
his equivalent throughout 
the Famicom's heyday 
was Hudson Soft's Meijin 
Takahashi. Like Arino 
today, Meijin Takahashi 


was Sanga by 
everybody everywhere 


in 1980s Japan = which 

is more extraordinciry 

for the fact that, unlike 
Arino, he didn't start out 
as a celebrity. He was just 
someone who worked in 
Hudson's PR division who 
happened to De really 
good at games - plucked 
from obscurity because 


of his uncanny ability 
to fire ofl 16 shots per 
second, and turned into an 
ovemight celebrity. 

“For my family it was 
a big deal, especially 
because [ had kept it 
quiet — until one day they 
spotted me on TV. One of 
my relatives was a teacher 
crt the time and she asked 
me to sign autographs for 
one of her students who 
relused to go to school. 
Takahashi s 16-shots-a- 
second quickly became his 
trademark, as he trovelled 
up and down the country 
ond starred in all sorts of 


TV shows to promote his 
company's videogames, 
“The kids of that time, 
their eyes sparkled,” he 
remembers. “1 attended 
a lot of publicity events 
where people were pleying 
games, so I got to see a lot 
of people playing them. Of 
course, if they got knocked 
out after two minutes they 
looked disappointed, but, 
when they were successful, 
their whole face lit up and 
they forgot everything else 
for a moment. Whenever 
| remember those faces, 
[ feel very lucky to be 
Takahashi Meijin.” 


simple, but deep.” 
characters 
were able 


that time he: 1 
the key 


the Famicom, in Japan as À 


mes, taking games 


nave 
perhaps 
it was one of the e 
Sie ps 


user-generated 


these exciting things. There is 


isss: BIG IN JAPAN IN THE EIGHTIES :: 


anononnanonnananoonooonnoononnoconoocaonoennononoonaooaoaoaomoommma 


Takahashi 


WETE 


to fill in 


the gaps with your imagination. Today's graphics 


but 1 think 
lhey were 


to the 


The Famicom was 
moment in the history oÍ 


out of 


areades and into the living 
and launching the industry 


on the trajectory that has taken il 


reoriented 


Japan ane 


entertainment 


people in the 


cutlived 
most 


ntertoainment 


owards the 


releai sed for the 
Famicom was Hudson's Takahashi Meiiin No Baken 
lima IV So perhaps it's appropriate to give the last 


“Until 


Famicom, the TV was just 


TY stations 


The end user fundamentally couldn't do 
anything. But with the arrival of the Famicom, all ol 
on your own TV, you 
could control your own characters, moving arcund 
time you could 


Es 











TIE 
qielia a moto 


Anal Rsntesy has come a long 
very since its Famicom origins. 
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We asked several people connected to 
the Japanese videogame industry for their 
memories of Famicom gaming. Here are 
their answers: 





games of all time? 

tê, Do you remember any 
particularky bad or strange games? 
U9, Do you remember the first time 
you played on a Famicom? Do you 


remember how you felt? 









on the Famicom? 
Q5. What other media made an 


LIL PALETA 






vou al that timer 


LF 
+ 






for example - cond did you ever go to 





game arcades" 
(6. Did you own any other games 


consoles, like the MBX? 







Q7. Why do you think Famicom 
games are still popular? 
QB. Do you horve any other thoughts 






from that time? 
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Al: ! Mother. 
Rockman series. 

o Teslesoetbd Alo Tm cum o 
A2: Takoshi No Chousenjou. 


AB: 1 


; - Te 1 
el un Spas IEA, 1 FEM EMDEL 





being surprised by the lively sound 


And it was pretty difficuli! 
B4: I ploryed Earthbound Zero - the 
Western version of Mother. 

Ro 


AS: ] read Shonen Jump, Comic Eon 
Ban Coro Coro É 


f 
+ A+OTNICES ond WnNEM [ 


wasn t plerying videogames I made 





CGundom models and mini AND ecrs. 


[wasn't allowed to watch much TV, 
A7: [think there were a lot of quality 
games back then. And people who 
were kids back then want to relive 


those memories. 


QI. What are your favourite Famicom 


4d. Did vou ever play foreign Oames 
4 J Ea ea 


What sort of books were you reading 


[SE particular memories tha! stano oul 


DB By, localisation manager, 33 





dos Climber 


BE Yohichi, manager, 36 





Al: 4 Motocross 
Chompion, Pomberman, Jario Bros. 
AZ: Becouse Iwos onhy little 1 thought 
everything was great! 

A3: I bought Mario Bros. from a high 
street toy slore. PJ T remember aboul 
it now is that [was almost trembling 
with excitement. [remember thinking 
that ilwas unlike any other toy T'd 
ever played 

Ad: On hy Sn the Pio 

AS: Now that I think about it, 1 played 


outside La lot, I listene d | Lu] The Beat Lo DN, 
Iredod whatever was available in 
the library, collected Kinniku Man 


and (zone Center No Arash!, and 


waiched Crundam on the TY 

As: My friend had an MSX, but] didn't 
A7: The games 
were simple 
and intuitive, 
and the game 
characters 


were cute. 


AB: | remember the excitement on the 
do that Urogon Quest come out! 





F 


E iria É À - 
LrTgon LAUEFI, 


E Yoshisha, company director, 34 





Al: Rerunaguru, Llark Lord 
A2: B-Wing, Bokosula Wers 

Aq: The first geme 1 bought was 
Niniakun, lhe first game | played was 
IMorio Bros. = my feelings at the time 
were: “You can plery these things 

al home?! 

AA: 1 enjoyed games like Spelunker 
and Spy Va. Spywithout ever 
realising that Lhey were actually 
Western gomes. 

AS: HI wasn't ploving qumos | was 
at cram school, [liked reading Dr: 


Slump. Arcades were 


tu anrTRr Om 
ooo SCOryv BO 
, 






[didn't go, but my brother did and] 
heard all about the games from him. 
| made me really want to play them. 
AG: owned a PÓ Engine and a 


Game Boy. 


A7: I think the 
unadorned, 
naked 
simplicity of 
the games 
gave a lasting 
impression 
and depth of 
experience that 
is impossible 
to forget. 





AS: | remember my parents worried 
that [was playing on the Famicom too 


much so [had to keep pretending | 





wasn t ploving it. [remember my local 


toy shop - cin oficio! Nintendo outla? 





used to let us play new games for 
thres minutes at a time, even though 
It was probably illegal. So | used to 
take turns playing with kids [ didn't 
even Encw until we à cladred the 
game. Irving to complete lhe Legend 


rd 


I 
Of Zolda was really difficult! 


E Nooyuls, product manager, 37 
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E Misato, housewile, 30 





Al: Mario Bros. Solomon's 
erika There Chao eo E E 
Roy the Dragon Quesi sorics. 


“Mil MA Aos a PA Seis 
AZ: Atlantis No Nazo Tronsiormers: 
É O vor No Nozo, í josh | Wo EF Tu 
Eri Toboabi AP ra trio 

Fito, Takeshi No Chousenjou, 


einer Jusician, 





AS: My dad bought il for me in the 
summer ol 1987 = T don't remembes! 
where. because ha bougntilas a 
study aid, the first games 1 ployed 
were educational = probably Keisan 
Came Sansu. | think my first emotion 
was disagppointment that 1 couldn't 
understand the controls 


AS: Ilistened to a lot of Western 
music. | dom t remlly remember what 
[was reading. but 1 read a lot. Andi 
used to plery on roller skates, Vd goto 
the arcade two or three times a week, 
AS: Super Famicom, Game Bov and 
the PO Engine 

+ 
A7: T think there are a lot ol people 
who can t forget the excitement 
ond surprise of the Famicom lounch, 
| think those people still want to 
cling to their hopes and dreams ol 


that time. 


A8: [ remember 
sitting up all 
night with 

my sister and 
completing My 
Life My Love: 
Boku No Yume: 
Watashi No 
Negai 





FR 
AETIMTC, 





EBCONE 
LIVES Were 
A Duo | 
aTAGE E 
LINES 


Al: Super Mario Bros, 
Dragon Quost. 
Ad: Bungeling Bay Idiant 

understand how to resupply so 1 kopf 


having to go back to the start. And 


E qui = a a uTed É ri n=""r lr 
fetris. [was my lavourie puzzle 


-; ud 
| 


game at the time, and still is now. 
AS: Dragon Fall, Captain Tsubasa 
Baseball! ond Soccer were popular; | 


used to plery hanatuda ond shougi 
A7: They're 
easy to enjoy 
because the 





rules are 
simple, and the 
graphics and 
sound let you 
use the power 
of your own 
imagination. 


BD Mila, producer, 37 
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Rino ci se Atari 2600 

Activision 

The world's most emborrassing Ipe “E ada “ma 
arcade ports under the spotlight sms — 


THE WARNING SIGNS 


Huge headlines 

drorw attention to the 

word “Trash”. Is this 

| a subtle hint about 
the game's quality? 


The arcade game featured a | 
hugely popular three-player 
mode, but the Atari conversion 


only allows for two at once, It's | 
already a poor conversion. 


Released 
| in 1986, 
Midway's 

lato dos jo faço (= 
| Was one 
“| ofthe first 
arcade titles 
to really make 
you feel like 
| a giant beast. 
Allowing you 
to play as one of three monsters resembling 
King Kong, Godzilla or a giant werewolf, 
it allowed you to roam through city streets, 
tearing down skyscrapers, eating civilians 
and smashing up military vehicles. Unlike 
previous arcade hits, Rampage wasn't a 
ef o(0) dijo jito (o) dio [on sul= o tolo Wdal= Ho (o) o) bato NO [= i(=] E 
meant that you wouldnt even play it for 
del olstedlliofo(=No) db =10 colsibelo Mia l= Melo Mb ol=jt= (o (o - 
it was one of the first visceral videogame mmpesar. 4 a abç 
experiences, designed to simulate an Nena | RD 
exciting situation that just wasn't possible in is io NR” Prá EACTIVISION 
real life. You played Rampage because you No 
liked being able to smash things up without ! 
consequence. For teenagers and children, 
this was an attractive prospect, and proved 
extremely popular at home. 


THE HYPE 
o mm mm 





Smash. Bash. Trash. 
Crunch the Concrete! Snack on a Soldier! Trash a Trolley! 
Join arcade legends George the Ape, Ralph the Wolf and 
Lizzie the Lizard on a mission of mass destructon from 
coast to coast. Go on a RAMPAGE! 


Ponsa poa É 





Lizzie seems intent on smashing 
up this screenshot. Even the stars 





of the game can't stand it. 


150 





& THE REALITY 





WITH NO compelling scoring 
system or difficulty level, 
Infovas jo o (o (=D i=]blci=Mo o ist= Modo) rintáaco 
wow with its visuals and keep you 
amused with its fun gameplay. 
Sadly, the Atari 2600 conversion 
achieved neither of these 
essential tasks. The city is dull 
and lifeless with so little detail 
that you cant possibly enjoy its 
destruction, while the controls are 
so clumsy that playing becomes 
more of a chore than a pleasure. 
It does have some things going 
for it — the monster animation 
is great, especially when you 
(od <=No [o isso (o [Mo teTo E=lshghol diojo (0) « 
to human form - but that's not 
enough to save this bland and 
joyless conversion. 


The buildings 
are as bland end 





No mertter what The monsters 





conta och as vou could find a cre quite vel 
Fai LCDs | port gba cap 
there' Pega tem windows and | 
E ii eat them. The box art ec dd mi one 
especially = ia boasts that you can manda to th Fi 
rather them sl ci Pk, | eat people, just as in but, weird] he ria 
crumble, to paid d o arcade game, but the fire Eútio jd 
Piadas ouna. orge's hands didn't a 
Rn sda É all the , even reach the Rei, Ra gr THongter 
olour? when we played a ps Slide across 
ni : en. 


iM all the B-k 
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What You Should Have Played It On 


imagining things, its 
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the arcade original, 
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By 2000, Japanese game developer 





Treasure was one of the greatest 2D 





action game creators in the world. But 

how did it fare in makin 
3D title? Treasure's founder and CEO 
asato Maegawa, reveals al 











2000 
Nintendo Ed 
Nintend [m] 


Treasure 





KEY STAFF: 
Masato Masgawa 
Producer 

Hideyuki Suganami 
Director 

Atsutomo Nakagawa 
Main Programmer 
Tasushi Suzuki 
Character Dasigner 


a extemal iniluençces. 














E IF THERE'S ONE word that best describes 

m = Japemese indie developer Treasure, then that 
HE ora is origina! F 
Maegawa and qa handful of colleagues from Konami, 
the developer first 


sale sequels if 


ormed in 1494 by Masato 


intended to move away from the 
had previously been set to work on, 
and debuted with a string ol complete! za original Mega 
Urive games in the torm ot Gunstar Heroes, LUynamite 
Hecddy and Alien Solider. Very quickly, the developer 
gained a reputation for extremely intense and 
at challenged 
ollering an 


unparallesled ability to express onesell through 


technically impressive action games th 
the player with complex control schemes, 


the game mechanics. Às the dev 


eloper s 
catalogue ol software grew through the 32-bit 
BIU Ul Tê Ro the t BEM lern LIL di CRLLAR A! market 
realities Pisos lhe way Treasure would 
come to do business, but hi commitment to 
originality end hardcore design remained 
Nineteen years on, Treasure is fondly and 
rightly, remembered lor a wide number of 
its past gomes but, f you're a Nintendo fm 
then chances are vyoull be most enamoured 


Ro [| [a] a =, 
Wr] h JM dx Funishment, on off Re dey rel: JEHST s mos 


embitous, accomplished and original videogames, 


Ás vou ih expect from a developer that prides 


itself on such originality, Treasure refuses to be 
drum on the topic ol inspiration. Even on a title 


like Sin & Funishment, which owes a great deal to 


Nintendo's Star Fox 64, 


il 


Mosato Maegowa coldly 
claims that there werent really any 
Instead he tells us 

that Sin & Punishment was designed “with 
the same outlook we hove always had through all 
of cur games,” and cites the unique CONTINUED >. 





its first full- 
















E Boss batitas were typically bold fora RE 
Treggure game but otten unespeded in PR 

ecope. Like this face-olf against a single 
leline enemy, for example. 


WE WANTED TO USE 
THE N64'S 'LEF'T' 
POSITION, BECAUSE 
NOT MANY GAMES DID 





E The intamous circrai correr level monipulates 
the bevel design and character movement in Ways 
presicushy unseen on N$4. À truly mindblowing 
technical achisvement that terna got to ses. 


BEHIND THE SCENES SIN & PUNISHMENT :::::: 
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Es 





the plerper do independent move, aim ond 
even quick-dodee wihoul Bering to Dh a Brges. 


>) Posted by: 
SHADOWMAN 
ad 1 picked it up on import a 





couple of years back when | 
finally got my RGB-enabled 
NE4. 1 could mention about 
how great the gameplay is 
but the regson it's a classic, 
in my eyes, is that its the only 
game that lets me fight the 
Planet Earth as the final boss. 


PIOUS THE CHOSEN 

dd Td never heard of il, then 
decided to pick it up on 
Virtual Console. Glad [did: 
grect game with difficulty 
challenging enough to keep 
a Mega Man-schooled gamer 
happy. Love fighting a plomet 
wilh guns too... 





Posted by: 
UINARTROOSTER 





ad Still the only Jap NG4 com l 
oum. S&P joined that great list 
ot US/Jap games on various 
consoles that never made it 
over here. While the Japanese 
were ploving this tight blaster 
with great visuals, we were 
treated to qems like Rot Attack 
and Blues Brothers 2000. 
Cheers Ninty. 





dl Tdont bke it. Too mami, 
taritchy and well, not my thing. 
lt did, however, cement in me 
the fact thert | don't lie twitch 
gaming, and for that | am 
truly grateful as it's saved me 
a lot cf money. 


Posted by: 





dd [remember seeing 
screenshots ond desperctely 
waonting to plory it, shots from 
the aircraft carmer level looked 
like the best thing ever but 
[had not the funds nor the 
mecns tó import. | wcis over 
the moon when it came to the 
VC. Em sure Halo 3 was out 
ata similar time ond it barely 
touched that until [was done 
with Sin & Punishment. 
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Many of the 
bosses are 
gigantic, 
mechanical 


monstrosities 
blessed with 
wondertully 
complex attack 
patterns and 
a devastating 
array of 
firepower, 
and all of this 
without a hint 
ot slowdown 
Retro 
Revolution, 
Issue 3 










SAID... 





EDER EE = 

DONO OO 

EURO nam= 

OOOOOOOTOTENCDECOENECOOCCENSNNNENNNENN | 

ooo 
nº technology of the N6B4 hardware itself as the 
na Ra 

sms cotalyst for innovation in this p 





“The starting point was that we want od to iodo 


si 


q game that used the Nintendo Bd's left” position, 


because there werent many games that did heat * 
he explains, referring to fãs: different ways in which 


the consols's highly unusual controller could be held, 
The three pronged joypad with en analogue stick in 
the middle would usualky either be held with a hand 
en each ol the lar prongs for 2D, digitelly-controlled 
games, or with the left 


lor 3D games. À third option was available, however, 


hand on the analogue stick 


which allowed the player to hold the analogue stick 
with their right hand end place their left hand over the 
c-pad. And it was this option, as Maegewa suggesis, 
that had the least 


By 


Punishment 


obvious practical applications 

method, Sin & 
apart from 

allowed vou to 


adopting such a control 


immediately set ilselí 
predecessors like Star Fox because if 
plery in a wory that they did not: with one hand used to 
move the on-screen character emd the other used to 


independenthy aim the direction cf fire . Thi s aistinction 


subsequenily allowed Treasure to create a much 
more complex qnd chalenging game, with many 


more enemies and bullets flying around the screen 


Never to shoot 








for ot and avoid respectively 


HM HAVING SPECIALISED in 2D action games 
throughout the 32-bit era, Treasure was relatively 


late in making the jump to 3) development, and Sin 
& Pun three- 
dimensional game the teem had produced. And with 
the Nintendo the most difficult 
consoles to develop tor, we cant help but thunk that the 
studio was jumping in at the deep end. Maegawa, on 


nishment was, in fact, the very lirst fully 


Bá notoriously one ol 


the other hand, claims that the transition was relatively 


painless, especially since Sin & Punishment remained 
within the shoot-'em-up genre Treasure's designers 
like that for 
Punishment has parts where the 2D theory still applies, 
despite it being JD,” “For example, 
the basic gameplay, shooting and dodgtng, 
“Justa 


knew so well À game design Sin & 


he says. 
has ports in common with 2D shooters. 


liga sitting with Sin & Pun 
Masgorwa s soe correct, às the 


shment is encugh 
à pri EE 
camera pans and turns around the action, the 
perspective swilches in ways that chenge the 
tone oí the gameplay. Fem an exhilaratingly 
last on-rails shooter to static screen aflairs and 
vertical serollers, the aetion runs the gaemut ol 
shoot-'em-up sub-genres and peppers them all with 
the sort of reassuringly familiar bullet hell patterns that 
players, and developers, had ITC 1 gccustomed to, 
Another familiar element came in the form al boss 


battles, 


tor modern gamers a one ai Treasure is 
often celebrated lor, because ol its unique and 
memorable approach the forma. m Sin & 
Funishment especially, the boss battles 
thick 


a level, 


come 


and fast. Some appear mid-way through 


some at the enc, some take up an entire 


stage in their own right, while others constonthy 


trouble you throughout q chapter, appearing and 


re-appesring like on arch-nemesis. Such moments 


make for some of the greatest parts of Sin & 


E “A normal tro-player mode was difficult om the handarare, so we 

decided to uge that to our advantage and came up with o fun way Bs 
of doing dl, says Maegawa on Sin & Punishment's option to let one 

player control movement and the other control shocting 


a 





best. 


The 


development team clearly has a natural love anc 


Punishmeni, and showcase leasure at its 
respect for this most ancient o! videogame devices, 
md we cant help but ask why they continue to be 
used throughout whether ZL) or 
JD. “I think that bosses are one of the highlights 
ol shooters and action games, think that, by 
building in lots and lots ol neat tricks end features, 


Treasure's games, 
and 


hey are on effective method to keep users interested," 
ther Hect thod to k t ted 
“To be honest, 


eliort to make, 


answers Maegawa, bosses take a 


lot ol and there cre even some 


| INGE WAS 
USING SMALL NUMBERS 





OF POLYGONS IN AN 
EFFECTIVE WAY 





bosses that we have to spend a number ol 

months on just by themselves, but 1 do leel they 
are an indispensable part of Treasure's games,” 
but wheri 
3D worlds 


time? “There 


Designing a game in 3D is one thing, 
about the process ol heving to build such 
mad make them function for the first 
werent any big problems technical or in terms ol 
cost, revecls Moegewa, "but what is easy md wheri 
ema corrections is 
2D or 3D, And 


our biggest challenge was in working out how to use 


is hard when making adjustments 
completely different when working in 


the small number of polygons in an elective way, and 


in increasing the number of enemies up to the limits 
oi the hardware. [hat is where we placed most ci our 


attention.” On the specifics of how such impressive 
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= effort c É creating 
Game dm ao - ni 
en thy it 1 


diffe Tent too 


JE & Bil' (Sin & 
written on the 





ensaio BEHIND THE SCENES SIN & PUNISHAMENT :::: 
trying to make its games more accessible 
mainstream cudience even then, six vears belore 


O e mero able to build bn so mary neo! tricks and feclures bo 
present the players getting bored," says Moegewa, “Tou can play 
each lesel in completely ditherent werys, so 1 hope lhal users aro abbe 
to find fresh surprises bn each of them. 


during the Po sanada VeaTs, 
however, Moecerwa preters not to dlisc 


visuals were achieved 
ss any specific 
technical tricks or breakthroughs, but instead puis the 
overall artistico achievement down to the pReSUigade 
spirit oi his employees. lhe setting qnd the charac 

desiçms ol each ol the desiçmers 


and programmers came together qnd all 


end the sense 
helped to create those visuals, he insista, 


“The designers and programmers are 
ahwoys trying to surprise each other, and | 
think that may be the driving force behind 
cregting a kind of unique visual image.” 
Mony of Treasure's Nineties games 
were published by ESP Software, a rather 
unique company funded by a partnership 
between several independent developers, 
including Game Arts, Sting and even 
But for the 


publishing duties 


Treasure itself, studios Nbs 


outpt It, were htidied 
by platform holder Nintendo, 
happy to 
during the production ol Sin & Punishment. “They 


which was 

lend its own design expertise to Treasure 
helped us in all kinds of ways, like helping us come 
up with names for the enemies, giving suggestions 
to help improve the ployability when playing flor the 
first time and sharing their thoughts on adjustments 
to the difficulty,” 


Moegawa explains. Surprisingly 


he also reveals that the Kyoto publisher was actively 


Star Fox bd 
defined the 
template for 


on-rails shooters 
on N64, but that 
was before Sin 
& Punishment 
took it to the 
next level. 








MASATO MAEGAWA 
Producer 





the Wii. “Their main requests were to make the 
game easier to play, adding a tutorial end adjusting 
the difficulty so that even players pleying for the first 


time could understand the fun ol shooting games.' 





EEE ; en it 





HARDCORE and challenging game w 


must herve been crushingly difficult before Nintendo 


suggested its changes. Instead, it was actually 


one of the most enjovable and satisfving action 
games released on the Nintendo 64, and was nlghtly 


heiled 


the 


finest new experiences in 
ter! 
both the Dreamcast and PlayStation Z had been 
relegsed by then, the N64 | 
2000, with ot in sw 
The Legenda Of Zelda: À 

Unlikethosegames, however, Sin&P 
never afforded the privilege ola release outside Japan. 


one ol the 


console's final months. Despite the fect 


had a fantastic vear in 
like Perfect Dark and 


uojora” & Mask also relaas 2a. 


asa 


SONS 
jnishmentwcs 
Iwasn t until 2007 that most gamers would have a fai: 
chance to play Sin & Punishment, when il was finally 
lin the West via tho Wii's 


rolodsec Virtual Console 


service. Though two hardware generations old by 


then, the game still impressed with its outlandish 


action, gia proved so 
that 


encouraged to produce 


gamepicy and dynamic 


Nintendo's 


popular with current qudience 
Treasure was 
a sequel. Released last year, the Wi 

clusive evolved the concept lorged in 
the first game's inception by expanding 
its unique independent 
movement and 
Gqimina across to 
the 


Nunchuk. 


Wii Hemote and 

Which, as 
Moesgenra FeE is em 
idea that dates back a lot 
turther than you may think, 
“We 


having a 


even discussed 
sensor when 
No4 game 


[| saw 


we were making the 
ond so, as soon as the 
Wi Remote, 1 felt that 


choice but to make q sequel,” he 


we had no 


servs, dropping his fincil revelation like 
smar bomb. That would 
trademark 


a cheeky : 
be Treasure's “original 


thinking oi work once again... 


The Wi Remote 
and Nunchuk 
seem made 

for Sin & 
Punishment, to 
the extent that 
a sequel 

was arrqualbly 
an inevitability. 


vas released in November o! 2000, Sin & Purnishment! 











195 


EEE 
no O, 
EEE 
LEE 
EEE 









Most sports games come and go 
their annual iterations renderin 
revious instalments fun but 
fortgetable footnotes. But some star 
in the memory forever and seem to 
e little over the vears. How do you 
make a sports game that special? 


Sega's Mie Kumagai reveals all. 
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- TENNIS GAMES, WHETHER you like them 
aa O not ara at the very heart cf the videogame 







HEHE medium. Tennis For Two, developed on an 
osciloscope, is famously the first videogame eve 


= a 


made, dating all the way back to 1998, 19/2Zs Hong 







thrust arcade gaming into the mainstream with 
its fun simplicity ond in 2006 Nintendo managed 


Wo m 


to place the múlions ol homes worldwide, 
thanks lorgely to the novelty of Wi Sports tennis. 
sega's Virtua Tennis, developed for the arcade in 
1999 and ported to Dreamcast in 2000, isn't quite as 
importantto the history ol games as the aforementioned 
three, but it might be the best loved and most 
ployable. Striking a perfect balance between 
Seca AMI reclistic simulation and arcade fun, it's a game 
vou com start playing and enjoy with minimal 


KEY STAFF: efort, but also cone that rewards extendec 
Mie o ploy with a deepening ol skill Not just a 
roducer 5, up 
great sports game, Hriua Tennis was a great 
Katsumoto Tertsuleavra 
Director videogame and rightly takes its place cnong 
Mitsuharu Sailkavra the pantheon ol timeless Dreamcast classics, 


Chief Programmer fet despite being recognised as one cl 


Kazuko Noguchi lhe greatest gomes of its type, Virtua Tennis 
Chief Designer was far from a sure thing when first in development 


ct sega In fact, most oi the company was dead 
against the original arcade game being developed, 
as Sega veterm Mie Kumagai tels us during her 
promotiona) tour for Virtua lennis 4 “tou know, 


TETE 
ira 


interneolky within Sega, when decided to make 


o tennis game, there wos a lot ol negativity where 


people were commenting that we wouldnt be 
able to make a grecal game within that concept, 
“There were a lot of doubts floating around, 


a lot of negativity towards the project when we 
started developing, she elgborates. CONTINUED >. 
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THERE WERE A LOT 
OF DOUBTS, A LOT OF 
NEGATIVITY TOWARDS 
THE PROJECT 


=... mom 
BM There have been loada of VT sequels nor 


E but the real brilhonce of the game was 
alwerys present in the original edition. 
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The addition of a four-plerper doulles BB 
mode made ihe Dreamcast corversion | 


od Virtuco Tennes that Ele bi better. [E 
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E Motion biur mos all the roge arcund 2000. H didnit 
hall make screenshots tnicky to take though. | 
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Fosssssssasssasarssssssssssiss BEHIND THE SCENES VIRTUA TENNIS 
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FROM THE 


dd "This is one ol those 
superb games where the 
controls just seem perfect! 
Within minutes of your first 
game you will be knocking 
bock and forth Sampras/ 
Agassi-calibre rallies.” 


Posted by; 





ad “Its the only game ever 
that made me buy a console 
night there in the shop. Td just 
got my student loan, and to 
be honest, Pd really gone ofl 
games what with being at 

uni and all so it was a bit ol 
a surprise when | splashed 
out on it. Three games of it 

in HMYV with my mate though 
and | was walking home with 
a Drecmeast under my arm. 
First time I've ever done that,” 












OB STEÊO 

ad Me ond my twin brother 
used to go into HMV most 
nights aiter school and 

plory this since they had a 
Dreamcast and two pads set 
up. Back in the derys when 
you weren | trowned at by 
staf for actually ploying the 
games they have set up, Ône 
od the first games | bought 
when [got my Dreameast for 
Christmas some time later 
when vou could get them for 
E50 with five games. 1 was 
still great and 1 dont think | 
have played a tennis game | 
liked since.” 


Posted k 
CONENITD 





dd When | was at uni, one of 
my mates had a Dreamcast 
and one night he suggested 
pleying Virtua Tennis. | had 
plorped it in the past but not 
tor a long time but it tums 
out Fm pretty good at the 
game. We were plerying 
winnor stays cn and about two 
hours later 1 still hadn't lost a 
game. They refused to plory 
me cr it ever again.” 
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WH AT smooth ride ahead, and amy turther bumps in the road so with 4, for example, 

| proved to be pretty minor from that point onward. Ône we used 3D displays, 
THEY of these was the name of the finished game. “You Kinect and Move and 
Ss AID. Za probably know that the game is called Power Smash full 1080p on 360 cmd PS3. 


in Japan,” says Kumagoai, “but when we brought So we're always embracing the 


MAGIA MU GS | the first game over to America and Europe, people latest tech, and [ feel lucky that 
FREE POSTER * irma reto meo La? E 


within Sega didn't take too well to the title.” At this we've always been there at the 
point, Kumagoi adopts her best American executive right time and with the right people 
voice and exclaims Power Smash?! to achieve that.” 

wlth a mo E look of bewilderment across There's very litile that 
her face. “They si: think that it ops Kumagal feels could 
have been done differently 





Fm didn' think that | it recily told pa over the past twelve years, 


what Kind of gome à was. | received but she does express a litile 


a lot ol feedback from the West asking regret over the Virtua Tennis titles 





us to use an established brand, so we created outside the doors of Sega 
decided to go wilh the Virtua label from Japan. “Over the previous Virtua 
Frtuc Racing and Virtua Fighter. So that's | Tennis titles there have been different 
E 
| R Fa 1 F 
Ra how the name Virtua Jennis was bom, ÉS versions ol the game that | wasn! 
An exceptional di | 
] n charge ol ' she clarifies. “There 
o piece of THE NEXT CHALLENGE, of course, Producer were various opinions irom people 
Sega managed to license the ikenssses ol "4 À LE - i oNV SUPEIE TSE epa Tão : TE Pã Eb 
toa rpg pr il 1 | d rTOgrammimn was for Virtua Tennis to be ported over to saying Virtua fennis is just a tennis 
curiously failed to get any oÉ the real courts, na sa nen pb J | the Dreamcast, More than just a venilla conversion, game. Anyone can make one ol those, and thal's 
fa 
that justifies this home edition added tour-pleryer support so that something | strongly ii with. At this point, 
| alwecrys tal? that bec uso people Sor vita] to receive, even E it vais quite crushing to hear the urchase of LIGETS could plory a game o! doubles, | woria tomar the SECO assistant wrh has been interpreting Our 
j tennis os a kind ol unexciting game - just at first. That moment was the e st challenge for Pp mode tor extra longevity and a string of silly and fun conversation lor the past twenty minutes surprises 
two pecple hitting a ball back and tforth how us, but it also led to our biggest achisvement, and | Dreamcast, minigames that continued the trend started by the Us pia breaking awoy from simply translating and 
were we going to make that em exciting game? it's the reason why Virtua Jênnis is el here today.” an d ill h el Crazy Box mode from Crazy Toa. Yet despite such q adds | dont agree either”. Feelings clearly run 
That's what people were asking at the time. The control method is only hali the story with Virtua ço! p well thought out end ambitious conversion, Kumagal high for the series, even among those not directhy 
For a long part ol its development, Virtua fennis was Jennis, however. lhe physical controls cre really Sega mma the brushes oil any suggestion that the port may hove responsible lor creating it. lhere have been lots ol 
controlled in a very aillerent wery to the version we To just a « id tor the geme design to reach between lon ba t tle proved difficult at all, “The Naomi board, that the versions out on other platforms, Kumagai continues, 
al familiar with now. Instead of a joystick qnd buttons, game and player without obstruction, and its the q Virtua Jennis arcade game ren on, and the Dreamcast “and | feel that, looking back, | could have done 
1 | - 17 , i 1 lj 1 
it used a rotating paddle controller like the one used to tinely balanced gameplay that Kumagai most readihy checa against! were very technically similar, so [always had it in the things diflerently and taken closer control over 
plory Fong. ei range yr ENO gh, q as Rumagal e explo INS It credits tor the MIDCOES ol Virtua Ton nis. “Within tho Son and the back Ol Tor mind that va should make (q Crecimodest those. But Pt rol! Em very gretelu a! cno VEDYy 
to us, it actually sounds a lot like the PlayStation Move studio we had a certain set of concepts end goals ya version,” she says. “Tn fact, because of that there were glad to have been a port of this franchise. 
ad “me 
a Ú ; e É 
and Kinect versions ol Virtua Tennis d, with movement that we aimed for, and some were compromised Playstation PA q number of things that we coded into the arcade 
handled automatically lecving the pleryer to just think or adjusted as the game evolved, but one thing we geme to make the upcoming conversion process 
I 


about the swing oíthe racket, whichwas controlled with always thed to stick to is that we wanted to bring a ? even easier. I wasn't very difficult to port at all.” 
a left or right turn of the paddle depending on whether tennis game in which ihe entry window was as big Cver a decode later, Kumagai still works at Sega 


they wanted to perform a forehand or backhand, as possible and as open to as wide qn qudience as and is still in chorge ol Virtua Tennis, a seres that 


“We were developing in that way for a while, possible, We wanted a game with easy controls that is clearly very important to her. “Virtua Tennis is the 
























but as Ene went on 1 got an opinion from most memorable title for me, it was massive,” she 
says. Regarding the series as a whole Em da — 5 DHIHIDS 
appreciative of Virtua Tennis and Em very grateful fc 

it, ond for being able to head vp the team over he 
past ten years or so. We've been blessed in a way 


satoshi Mifune who was the director 


a Virtucr Striker,” explains Kumagali. 
“Ha come along and said, Tou Enow, 
[ think this will work better with just a 





by the technological advances every time we make a / 
new Vrtuc Jênnis, so that there's always something E 
ae ! Sat Re ; 7 : ! E. ns SL gumes certainhs age worse than 

Y We co Eliver to the plavers. Vis TVE pers Fe 
nem that we can deliver to the players. fe always 4 2D onos. Virkicr Tania plears Took 
Fstrive to be as modern as possible with our technology, much better on HD consoles. 


regular button and stick, When I heard 
that, it pretty much demoralised me because 


[ felt that we hod to stert all over again.” 





DESPITE THE SETBACK Humagai emd 


the team went back to Virtua Tennis ond re-designed would allow you to ploy a great game cf tennis. + 
the arcade caobinet and game to accommodate a So it was geared toward casual gamers in that 


more traditional control method belore presenting respect, but also had a realistic feel with lots ol 


a new working prototype within Sega. “We put it in pesei so vou could play multiple times and get 


the office and allowed pecpla to come see it and better each time, 5o it had that hardcore aspect too. 
have q go for themselves,” she recalls. "Very very "Every time we make q Wriua lennis game we 


quickly those negative feelings were gone. The tables heve to make sure we Tetein both those elements. 
were turned and à actually became one oi the most we dont want to lose the simple controls and easy- 


supported internally developed titles at the time, to-plery side ol things end go one hundred per cent 


eviar 


| 


à was building up a lot ol hype, qnd, with lots simulation, and neither do we want to lose tha 
ot other very well established creators within reployability. Il you lose either part its no longer a 
the company at the time, | was very happy to Virtua Tennis game. So that s our core goal every time,” 





receive P* ositive leedback ri those people vuh aq brilhantiy ployable yet simple core game 


as well. So in hindsight Mifune's advice was in place, Virtua Tennis's development had a lairly 
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Format: Saturn 
Year: 1998 
Publisher: Sega 
Developer: Camelot 
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Expect to pay: ESU-£I00 








Unlike retell Saturn 
games, the Premium Disc 
comes in a cardboard sleeve 
rather than a jewel case, Try 
not to acult il, 


Your 


monthly 


guide to het “e 
rarest retro Fin DAS 






treasures 





BECAUSE YOU couldn't buy 

it in shops, for one thing. No, if you 
wanted the elusive Premium Disc, 
you had to cut out vouchers from 
the manuals of all three separately 
released discs oí Shining Force II 
and post them off to the developer, 


Camelot Software Planning. This 
made the disc quite difficult to 
come by, especially if you lived 
outside Japan. Although Camelot 
had quite a few discs in storage 
for many years after 1998, it soon 
became quite tricky to locate all 
three vouchers., 

Most second-hand copies of the 
games already had their vouchers 


OH, TES. Packed full of 
special features, the Premium 
Disc includes exhaustive 
galleries of concept art, 
promotional imagery and 3D 
models, a sound test, interviews 
with the developers, and isolated 
movies. Best oÍí all, however, it 
includes about six extra-difficult 
battles to play once you finished 
the main trilogy. These battles 
pitted you against famous bosses 
from the previous Mega Drive 
and Game Gear games but in 
three dimensions and with a 
custom team assembled írom all 
of the characters you'd acquired 
during each chapter of the 
Shining Force Htrlogy. 


As a bonus disc and freebie, 
the Shining Force II Premium 
Disc is one of the most generous 
and comprehensive ever created 
in the history of videogames 
and it continues to impress us 
today that Camelot Software 
Planning would pour so much 
effort into producing something 
the company wouldn't even profit 
from. And despite its rarity and 
market value, the sheer wealth 
of content on the disc — plavable 
or otherwise - makes it worth 


every penny for ians oÍ the series, 


IH youre a strategy RPG nut 

and you don't have this Saturn 
release then we suggest you start 
looking for it now, 





pro 1 mp 


Name: Tom Davies 
Occupation: Supermarket Assistant 


1 played Shining In The Darkness brielly alter borrowing 
it from a friend, which was technicalky my introduction to 
the series. Then, one month, while flicking through the 
pages of Sega Fro, | saw a review tor Shining Force Il. At 
the time, Fd never seen a game lixe it. Shining force itsell 
had completely passed me by and | have since lound out 
thert it is likely that the island T live on had perhaps five 
copies ol the original title in circulation. 1 fell in love with 
the style cf combat, the characters, the simple story, lhe 


yisuals, pretty much everything. 


When | heard that Sega was releasing Shining 
Force Il so late in the lite ci the Saturn, 1 rushed out 
to the same shop where 1 purchased Shining Force | 
amd thoroughly enjoyed it right up until the clifhanger 
ending, [d heard stories of a disc of bonus materials for 
the game, including extra battles, that was avallable as 
a mail-order olfer lor owners of all three scenarios from 
Comelot, the gome's developer. 


[was pointed in the direction of Shining Force Us 
creator, Camelot. Apparenthy, at that time, despite its sphi 


removed and the second disc oÍ the 

trilogy is something of a rarity in 
itself, so you could end up spending 
in excess of EIOO just to get all three 


from Sega, Comelot still had stock ol the Premium Disc 
and would still honour the offer. 





Put the CD in à PC 
and you'll find a secret text 
document that criticisea Segu'a 
actions during lhe Satura/ 
Dreameast era. 
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tokens. In a rare act of generosity, 
Camelot Software Planning was 


happy to honour the Premium Disc 


offer to anyone outside Japan, if 
they sent the tokens in, and would 
occasionally send unsolicited 
discs out in response to fan mail. 
As the years passed, however, 

the prospect of acquiring a new 
dise from the source has become 
very unlikely. If you want one to 
complete your collection now, your 
best bet is to try eBay or specialist 


retro stores, but be prepared to pay 


inilated prices. 


retro(D) 
publishi 


ing. et 





Obviously the disc was in periect condition. Technicalhy 

| paid the price of all three scenarios [about E4O tor 
Scenario 1, £a0 for Scenano 2 and £59 for Scenario 3, ais 
| recall) and ten internatbonal reply coupons tabout £ 10). 


(OH course. H's the perfect thank you to fans. It gives you 
the chomece to pick your team cí 12 from the entire cast 

of playable characters across the three scenarios of 
ohnining Force HfHhot you recruited on your pleythrough of 
the game proper, and loce them off against several ol the 
bosses Irom the serles, which is greal on its own, but the 
extra bonuses round lt out very nicely, 


The disc in the photograph is going to be mine lor life, the 
extra disc that Comelot sent me by mistake «was another 
matter entirely... 
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THE PEOPLE OF Japan have a reputation 
tor being insular. Despite their acceptance 
of aspects of Western culture, they regard 
their own products, traditions and population as 
superior. So the success of Dylan Cuthbert and Giles 
Goddard - two British programmers whose talents 
scored them significant roles within the most famous 
videogame company on the planet — is remarkable, 
Both men got into the world of coding in a similer 
fashion. "My mum bought me a Sinclair Spectrum for 
Christmas when I was a wee lad,” recalls Goddard, 
“KR didnt come with any games and I didnt have 
any money so 1 used to type in BASIC games from 
magazines, None of them ever worked oÍ course, so! 
always had to fix them by hand, One day it occurred to 
me that id be easier just programming them myself.” 
Cuthbert was also introduced to programming via 


RE. E IB E 
E o a oncconannanaa: 
HE: i 


Sir Clive's hardware. “1 learned to program when 
| was nine or ten on a Z4-81 loaned to me from a 
fnend's dad who bought it to try and tum it into a 
drum machine because he was a synth nut,” he says. 
“However, the ZA-81 doesnt have sound - qa fact he 
neglected to check when he ordered it = so he gave it 
to me and 1 started typing in program listings 
oi games Írom magazines. 


THE PAIR BEGAN their careers in the 
UK at Argonaut Software, headed by Jez San, 
who founded the company while still in his 
teens. 1986 smash Starglider propelled the 
ledgling outht into the gaming elite. "1 left 
school before my A-Levels so had to find a 
job,” replies Goddard, when asked how he 
got involved with Argonaut. "By this time [was coding 
demos for the Amiga and experimenting with 3D wire 
frame stuff. T really wanted to do filed polygons, 
but didnt have a clue how to render them. When 
Starglider II came out à was one oÍ the first games to 
use filled polygons. It blew me away. À few months 
later [ saw on advert for programmers at Argonaut.” 
3D gaming was coming of age thanks to the power ol 
16-bit home computers. T applied for a job with my 
2D gomes and got rejected,” he says. 1 went away 
and made a 3D demo on the Amiga and sentitina 
month later. Jez phoned me up and gave me a job.” 
The first task both men faced was converting 
Starglider II to different formats. Goddard handled 
the Macintosh SE port while Cuthbert worked on the 
PC version. Tt wos a nightmare and | was in way over 
my head, admits Goddard. “I barely managed to 
finish it, mainly because there was no info on how to 


A 


SHIELD 


get to the low-level hardware needed by the rasteriser. 
This was pre-intemet and the only lead I had was the 
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Apple User's Club' somewhere in Aberdeen and they 
had no idea what | was talking about.” Despite these 
issues, Cuthbert and Goddard have fond memories of 
working under San. Jez was very hands-ofl, so it was 
quite pleasant and creative,” says Cuthbert. "Tjust got 
on and did my thing with little interruption.” Groddard 
agrees; “It was good fun when there were about six 
of us working in Sans house in North London being 
poid to do stuff | was already doing as a hobby in my 
bedroom back home. It was the ideal job,” 
Argonaut's output was at the cuíiting edge ol 
technology. “At one point 1 worked on the Konix 
Multisystem, a console that didn't see the light of day,” 
recalls Cuthbert. Then | was put on the Game Boy to 
see il | could make a 3D game on it." The project found 
tame in Japan but was never released in the West, 
“Argonaut made its own Game Boy development kit 
by hacking one to bits and plugging cables in here 
ond there,” recalls Cuthbert. "That's what | used at 
first. Jez approached Nintendo to show off the results: 
a 3D engine on the Game Boy.” It was a bold move. 
Unlike their Western counterparts, Japanese gamers 
had yet to embrace 3D gaming, and approaching 


APART FROM THE 
USUAL GAIJIN STUFT, 


I WAS TREATED LIKE 
DASH ARS > 


Nintendo - then the world's biggest game 
manufacturer - smacked ol arrogance. Still, 
the project appealed to the Japanese giant and it 
snapped up the rights to Cuthbert's creation. “The 3D 
engine and game I had developed for Game Boy were 
going to be published by Mindscape, but Nintendo 
bought the rights,” he explains. Originally entitled 
Lunar Chase, the game was renamed À at the behesl 
of Nintendo president Hiroshi Tamauchi. Although 
it didnt exactly set the sales charts alight, it clecrly 
found an audience, because Japanese publication 
Famitsu recently recognised it as one oí the most 
influential Game Boy titles of all time. "Im not sure 
who it influenced, but it was definitely flattering,” 
laughs Cuthbert, “T think it was en incredibly unique 
game for the time in Japan, 

A groundbreaking game, A was the first 3D title 
released for a portable mechine in the territory. Sadly, 
it never got the chance to repeat this success in the US 
or Europe, where, ironicalhy, 3D was far 
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Giles Goddord was responsible for Mario's 3D flocting head 
demo, arquabhy one oí the most important in gaming history. 





better established, "lt was deemed unsuitable 

tor the American market by the Nintendo of 
America execs ct the time,” says Cuthben. “They 
wanted to keep everything simple ond Tetris-like. 

A paved the way for future collaboration between 
Argonaut and Nintendo. Sans company designed 
a graphics chip - the Super FX chip 
- that could be placed inside SNES 
carindges to boost JD performance. 
The first to exploit this hardware was 
StarFox, one ol the console's best-loved 
games. “Giles and | were the main 
programmers,” recalls Cuthbert. “We 
worked on location at Nintendo the 


+ F20.ETT 
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The first 0D game to be released en a portable, 
HE was designed and programmed by Cuthbert. 


entire time. The whole game was our 
domain and we worked closely with 
[Shigeru] Miyamoto, [Katsuva] Eguchi, 
and everyone else, À lot of the ideas came from us. 
The storyline and characters were totally Nintendo's 
doing, but [ did come up with the names for Fox 
MeCloud, Sippy and Peppy. Falco was thought up by 
character designer Takava Imamura.” StarFox was a 
hit and led to further work for the intrepid duo. Soon 
after, Goddard oversaw the development of Stunt 
Race FX (Wild Trax in Japan), while Cuthbert busied 
himself with Starfoxs sequel, Sadly, despite being 
practically finished, SiarFox 2 never saw official 


Goddard and Cuthbert'a first task 
at Argoncut was to convert the hit title 
Starglider 1 to different formats. 


Putting the Super FX chip to use 


THE FIRST GAME to th its production and were 
utilise Argongut'a innovative relocated — along with olher 
super FÃ chip, StarFox (or members of Argonqut's 
Storwing to use the European team = to Nintendo's Kyoto 
title) introduced mary NES AO so that they could work 
gamers to the wacky world as closely with Shigeru 

of 3D visuals. Both Cuthbert Miyamoto ond Ketsuya 
end Godderd were involved Equehi as possíbla. 








release. “PlayStation had just come out as we were 
Hinishing things off and it overshadowed everything 
- especially the Super FÃ chip - and this was the 
main reason for stopping the release,” explains 
Cuthbert. “kt was a shame but definitely the right 
decision. SNES was looking older and older thanks to 
the release of the Satum and PlayStation.” 


FOR CUTHBERT THE appeal of 32-bit hardware 
was strong. | moved on to Sony America because 
| wanted to work on PlayStation,” he says. “1 was 
in cwe of Ridge Racer as | was a big arcade-game 
fanatic back then and the number of polygons the 
system was pushing was phenomenal.” However, his 
former cohort decided to stay with Nintendo, albeit on 
a more permanent basis. Td been in Japan for over 
two years and had very little connection to the UK so 
| didnt want to go back,” Goddard says. Contrary to 
popular opinion, finding acceptance as a Westemer 
within a Japanese firm wasn't an issue for Goddard. 
“Apart from the usual 'geijin stuff, | was treated like 
anyone else," he insists. "By the time | joined Nintendo 
I'd already proved myselí with the two Super FX titles. 
Also, a lot of Japanese business is done through 
shoukai: being introduced to another company by 
a company youtre already doing business with." 
Argonaut's previous positive dealings with Nintendo 
mecnt Goddard's route in was relatively painless. 

“In between projects, | was in the Nintendo EAD 
tech group so we did lots of things that never sow the 
light of day,” Goddard recalls, "One demo | worked 
on depicted Link fighting an enemy. It was 
used as a Zelda promo at the Shoshinkai 
show one year. “Goddard was also behind 
one of the most important technical demos 
- the 3D Mario face that did so much to 
prove the raw power ol N64. It started oh 
as a low-cost motion-capture experiment,” 
he says. “1 had fluorescent ping pong 
balls attached to my face one day when 
Miyamoto walked past wondering what | 
was up to. He liked the way you could pull 
the balls around to make funny faces and wanted to 
know if I could make it look more rubbery.” 

Next was 1080 Snowboarding, which revolutionised 
the genre with its accurate physics and rewarding 
gamepley. "I started off as a skiing game that used 
Inverse Kinematics instead of animation for the 
player character,” reveals Goddard. "We realised 
that snowboarding is interesting because ol the tricks 
vou can do. lt was also quite a new sport so everyone 
was doing it. The Inverse Kinematics also proved too 
hard to control so 1 only used it blended with 
other animations.” At that time, Cuthbert - 
who was firmly established at Sony America 
- produced 3D action title Blasto and went 
on to be instrumental in prepping the world 
tor PleyStetions successor. "| made two or 
three of the early PS2 tech demos, such as the 
duck in the bath,” he says. "It was rendering 
curved suríaces in recil time, 


AFTER GAINING VALUABLE experience 
during their careers, Cuthbert and Goddard 
both decided they needed a fresh challenge 
















and set up individual game studios = both on 
Japanese soil. Cuthbert founded Q-Games 
in 2001 after growing disillusioned with his 
Sony-based surroundings. “T got tired oÍ the 
rat-race inside corporations like Sony. Even though 
kt was a lairly reloxed environment, [ could never be 
as creative as | wanted to be” he explains. “Also | 
missed Japan - ld just married a girl from Kyoto and 
wanted to move back." Q-CGames has been involved 
with many high-profile projects, but one stands out. 
“Nintendo contacted me to see if | wanted to do 


] 


StarFox Command on DS," he explains. “Imamura, 
the original artist from StarFox, came and worked 
very closely with us and we followed 
Miyamoto's ideas for what he wanted to 
see in a DS version of StarFox, lt was fun 
working with the two of them again.” 
Nintendo isn't the only firm with which 
Cuthbert remains on friendly terms. “We 
started our own brand called Pixellunk 
almost two years ago and are developing 
full-HD 2D games for PSN," he says. 
“Our Pixellunk games come directly from 
our creative side, with an emphasis on 
innovation. Not all the games are for everyone, but 
everyone should find something that tickles them.” 
Goddard's studio Vitei also maintains a bond with 
Nintendo. “After leaving and doing freelance for a 
while [ was quite eager to get a team together again,” 
he says. The studio produced DS title Theta, which 
wasn't released outside Japan. “R started as one ol 


atarFox 2 (SNES) unreleased 


And we thought it would never see the light of day... 


Vitei Studios 


Vitei's intriguing DS title Theta in action. 


Doo STARFOX WAS such a 
success that a sequel was 
almost unavoidable, and 
Cuthbert worked alongside 
Nintendo EAD to produce 
what would have been a 


worthy successor. However, 
the game was never 
ofticially released because 
Nintendo was reluctant 

to put it up against the 
three-dimensional might of 


sony and Sega's new 32- 
bit machines. Thanlktully, 


released on the internet 
so it's now possible to 
experience this lost gem. 





QGames” PixalJunk series has 
| been a massive global success. 
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our D3 control experiments,” Goddard explains. 
“We were trying out vanous ideas that required 
two screens and touch input. 1 like working on things 
that are unique to the hardware. The main reason it 
wasn t released outside Japen was cost. Às for Vitei, 
the studio recently completed Steel Diver for 3D5 and 
is keen to promote its little known rock climbing sim. 
“Rock 'N' Roll Climber is a title we did that uses the 
Balance Board to control your legs,” says Goddard. 
“Like Theta, the aim is to use the hardware 
n a way that people hadn' tried before.” 
Cuthbert and Goddard's story is 
amazing. For two Westem programmers 
to scale the heights of Japanese game 
development and then establish their own 
studios in Japan is almost inconceivable. 
“Tm not sure if pride is the right word, 
replies Cuthbert when asked how he feels 
about his achievement. “1 simply enjoy 
what [ do and its great being able to 
work with q company like Nintendo who also enjoy 
what they do and follow the same principles we 
follow when we make a game, primarily because | 
make games in the way | leamed during my time 
at Nintendo.” Goddard's reply is more succinct. Tm 
proud of the games Ive worked on,” he says 
with a smile. 


the ROM has recently been 
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k's the goafather of open-world videogames, the 
title many look back on as the best game ever 
made. But what effect did it have on the creators 
Dlonaio Nnigo lo ciaio jeto No join (c]| Ro tato Nato viado ho Midiciato o7= 
































= DAVID BRABEN AND lem Bell are geeks. 
mmm lhey spent a large chunk of their university 
BEBE time producing a wirelrame 3D game. 
They used their intelligence to gain degrees at 
Cambridge University. They are boftins. They are 
brainboxes. They are spods. And they are also two 
of the most important developers British gaming has 
ever produced. Gaming gods. Geniuses. Good quys. 
And, of course, they are not really geeks. That is the 
term which gamers have untairly been tagged with for 
quite some time. In many other walks of entertainment 
lite, Braben and Bell would have become mainstream 
celebrities. They would have appeared on Wogan, on 
Jonathan Hoss, on Graham Norton. Their skill 
and intellect would have been recognised. 
But here we are 25 years on and where is the 





A] - 
ce E 5 mass media attention? Star Wars was thrown 
a worldwide party for its Zlst anniversary, but 


Elite is overlooked. Yet just as Luke Skywalker 
and Darth Vader shook up cinema, the space 
trading exploration game Elite was utterly 
groundbreaking. In 1984, Braben and Bell 
did what many felt was impossible, They took 
gaming into the third dimension and created a truly 
compelling masterpiece. 
















BEHE "OVER THE TEARS I've had a lot of contact with 
people, converscotions ranging from you cost me two 
grades at A-level to 1 went into computer graphics 
because oÍ Elite,” laughs lean Bell, who appeared 
at Nottingham's GameCity for a celebration of the 
game's 25th anniversary. “And what that has brought 
home to me is the effect and responsibility of games, 
particulerly for children. Toure reaching into the 
minds and the imaginary spaces of children and 
you are, to an extent, shaping their characters and 
their life stories. And thats a sacred and profound 
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WE WERE THERE AT THE 
RIGHT PLACE AT THE 
RIGHT TIME... 1 THINK 


other developers lives? games” finds out... 


responsibility cond it wasnt something that I was 
considering at the time we did Elite. 

Bell and Braben have had a lot of time to reflect 
on Elite, As have a lot of players and developers. The 
game shaped many people's lives = “Elite was the 
game that really got me hooked on gaming,” says 
games” forum poster Gloridel. “lt was the first game 
[ had ever played that was more that something you 
just picked up, played for ten minutes then threw 
away” = and it continues to influence games todary. lt 
moy be pushing it to say that, in Elite's absence, we 
would not today be enjoying a wealth of 3D classic 
series such as Call Of Duty or Grand Theft Auto. But 


WE WERE VERY LUCKY 


when you consider GTÃs producer dubbhed 
the game “Elite in the City and that titles like Eve 

Online take obvious influence from the 1980s gem, 
then you can fairly assume that Braben and Bell's 22K 
of code was no flash in the pon. Gaming at that point 
was nowt but a baby. Suddenly it was graduating to 
high school. 

“We were there at the nght place at the night time,” 
says Braben, modestly. "Ithink we were very lucky and 
Em extremely grateful for that.” But luck doesnt tell 
the full story. Sheer hard graít does. Braben and Bell 
were two Cambridge University students producing a 
game on the BBC Micro, Braben juggling his Natural 
Sciences degree with programming and Bell trying to 
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— Originally printed in Zzap(B4 lis pholograph 
shows Devia Braben and lom Bell vath their 
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My | ELITE SOLD MORE 

à THAN ONE FOR EVERY 
EN BBC MICRO, WHICH IS 
A BIZARRE STAT 





E 
O TORMY 
START 


O Things didn't always run 
EMO ER tor Doida Braben 
and lan Bell. Alter they 
inished their game, they 
so am a publisher to get il 


-s> fit in coding as he aimed lor a first in 
===» Mathematics. They finished the game 
belore they had graduated. k was a period oÍ 
bloody hard work, of that there is no question. 

“Every time | look back it seems as il we have come 
so far so quickly,” continues Braben. “Il remember at 
the time that a lot of games which were doing well 
- guch as Galaxian and Defender - were mosily 2D, 
and 3D wasn't seen to be possible. But 3D was the 
EML “And we were starry- ia Po ope 
caber sata atrial Elite was striking for all the right reasons. The 
iba hephiro image siiho wire-frame 3D graphics, the open-ended gaming 
] model and the advanced game engine combined to 
produce a highly influential piece of work. Beebug 
from producing on a hobby Magazine, a specialist publication for the Acorn 
machine “ says Bra ben, The computer, loved it. Reviewer David Fell summed up: 
executives al Thor n EMI did “Elite is undoubtedly a masterpiece oí programming 
not look fervourably on the that | would recommend to anyone who has a Beeb.” 


into the hands ol lhe gaming 
masses and ensure a lew bob 
reached their pockets. lhey 
initiclly approached Thom 


tlm industry ond there we 


tnETE [NO | ur TE  hod COME 


game, however. They wanted He said he was “convinced that Acomsoft have just 
it to be pleyed in ten minutes released the best game ever for the Beeb." 

unth a score qnd three “Elite was slightly before my time because I 
lives and Iwas crestiallen,' was only five when it came out, recalls Chris 


scrvs Braben Th the back 
ot my mind, 1 thought, Oh 
God, what il they re right”. 
All of the things | thought 
were great about Elit 1 they 


Delay, creative director of Introversion which, until 
recently, referred to itself as the last of the bedroom 
programmers. “But | will always remember playing 
the Amiga sequel Frontier and | was hooked for 
weeks. | have now played Elite in retrospect and 
what both games showed was that a game world 
can be open and players can write their own stories 
within those worlds. Elite gave us an incredible 
glimpse at what was possible in videogames. 

: ES DES Pisa Braben end Bell were understandably chuffec with 
crcades. So lhe game was à 
EIS nana a the game and its reception at the time, They began to 
were a bunch of great people attract attention from other developers and soon the 
anda we shoula be foTevel | influence of Elite spread. “The first time | met David 
gratetul. They were right! Braben, he was standing proudly beside Elite,” says 


rr 


didn't like.” The execs were 
unsure dl Sad would spend 
weeks on one game cá 
become accustomed to the 
more casual gomepley of the 


behind it he: a cond soul,” Earthworm fim creator David Perry. | must admit 1 
Braben recalls was a total fanboy. Às a fellow programmer, what 
= E he had accomplished was truly groundbreaking. 
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He turned out to be a really nice guy too, and isa 
shining example of the difference between having a 
job in the game industry and having a career in the 
game industry. We can never have enough people 


like him.” 


DD» THE GAMES INFLUENCE infiltrated British 
programming. “1 admire Elite enormously as a 
groundbreaking title,” says Revolution Software boss 
Charles Cecil. Although it didn't have q major effect 
in some corners oÍ the globe. “Il had never heard of 
Elite before 1 met Dovid and lan [at GameCity in 
Nottingham this year],” says Nobi Nobi Boy creator 
Keita Takahashi. 

Granted, it wasn't to everybody's tastes - "To be 
honest 1 didn't really like Elite,” says Paul Carruthers, 
who had been producing games since 1987 
when he created for. Tt was too sprawling 
and epic for my liking' - but even the 
detractors scrw its strengths. “Elite opened up 
the BBC as a viable games platform in a way 
no other game did, Carruthers adds. "Our 
first game was on the BBC and Im not sure 
we would have been able to get it published 
if not for Elite having gone before,” 

But what were Braben and Bell - who say 
they were influenced by the Traveller RPG as well 
as Star Wars, The Hitchhiker's Guide To The Galaxy 
and 2001; À Space Odyssey = trying to achieve? “lh 
was an artistic statement really, doing the best we 
could on the platform without letting the commercial 
considerations compromise what we thought was the 
best product we could make in terms of a really good 
game that we wanted to play that was showing the 
potential of the medium,” says Bell. 

Acornsok went all out with the release of Elite. 
The publisher's print run cof the game exceeded 





& Rumours of an Elite IV RUI cáaisam 
have been swirling for pears with little word fram 4 
Eraben. Could 2010 be the pecr it finally comes? ... 
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” 25 years on and t hasn't aged | Ui 
a slngle bit. Just kidding. "= eu 





» David and lan eventually went their seperate ways. The 
former runs Frontier Developments while the laiter le the 
head oí Slighthy Mad Studios. 





that of its previous highest selling games by a 
factor of two. Because we worked many hours to 
make the game great, Acomsoft also stuck their 
neck out," says Braben. “Elite sold more than one for 
every BBC. Micro, which was not only shocking but a 
bizarre stat.” 

He explains that sales figures for the BBC Micro 
were split, with machines sold for home use and 
those used in schools separately accounted for. It 
turned out that many children were buying copies 
of Elite to play at school and the fact that teachers 


ca ST PRN T E ES 
[ARRGDIOD 


E Later conversions of Elite featured nt 
flat shaded, coloured polygons. The height 
of graphical sephistication at their time, 





science fiction.” 

He remembers the 
moment the authors 
fired up the game 
tor him to have 

a go. The game 
was very exciting 
and fast, although 
[couldn't play it 
and [ got blown up 
immediately. But it 
was wondertul to 
use my imagination, 
their planets and 
my characters to 
tell a rip-roaring 
yarn and it was a 
real pleasure to do. 
In the end, | guess | 
wrote the story, but 1 
could never play 
the game.” 


=» ONE PERSON 
WHO was 
successfully 
connected to Elite 
was author Robert 
Holdstock who wrote 
a novella, The Dark 
Wheel, which was 
included with the 
game. He recalls, “A 
fellow quthor bad 
approached me to 
say David and lan 
wanted a novella 

to go with Elite and 
since [ basically 
didn't have anything 
else to do, | went 
down to Cambridge 
and saewitasa 
great opportunity 

to get back into 


were fine with them doing so — how many youngsters 
also played Chuckie Egg? —- is one of the differences 
between school today compared with 25 years ago. 
“The BBC brought people to computing,” recalls 
Braben. "Nowadays, words like 'geek' are ofl-putting 
for people wanting to get in to technology. But it's a 
very creative medium - if you associated geeks with 
paint and video cameras, it would impede people 
from getting into art and film-making, that's for sure. 
That's what 1 want to move away from. Back then, 
computers were fashionable, which is the shocking 
thing. Looking back now it doesn't seem possible." 
Elite was not only confined to the BBC. It was 
ported to many other machines, including the 
Spectrum, Commodore 64, Amstrad CPC, Atari ST 
and Amiga. Peter Molyneux pitched for the Spectrum 
port but he didnt get it. 


DD» BELL SAYS THAT, in the time that has passed, 
he has come to reflect on Elite and its impact. “It's 
not about creating technological achievements or 
making a lot of money,” he says. Now those are nice, 
but it's more abut how you can shape essentially the 
history and art of our species. He relers to George 
Orwell's 1984 - “a book that isnt read as much as it 
should be” - and talks of how the media is all about 
consumption rather than a means of educating and 
informing. He says he is glad Elite wasnt a first- 
person shooter and that it was about “making people 
think in different ways, making them look at things 
n different ways, making them spot new ways oÍ 
getting into them.” 

He adds: “We are now working uphill in terms 
of educating people and changing paradigms, but 
thats really what matters and thats what Elite 
means to me now. Elite had an effect on a lot of 
people at a particular age and particular time in 
history. It's a real privilege and an honour and E) 
Um lucky to have had that opportunity.” 
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2 A desving o! The Goat 
from January 1885. 





O A sketch of the Elite screen, 
more olerhich can be found at 


211 











Hele Gm isi=]m 2000 


Farma! 
Publisher: Sega 
amilebil 


Drecmeods! 


reloneé! 


Masayoshi Kikuchi Director 
Ryuta Veda Art Director 
Osamu Sato Producer 

Hideki Naganuma Composer 


+ 


































yet rarely copied. What enabled the 
development team to create one of the mo 


memorable qames of the Dreamcast era? 


be a long time. Ten 
vecrs was enough time for Sega launch the 
Dreamcast, only to see it die a premature 
death and retire from manulacturing hardware 
altogether, and ten years was long enough to enshrine 
a select group ol those Dreamcast games as timeless 
classics. But ten years can also be a short time. For 
those who remember it, Jet Set Radio was so hip, so 
innovative, and has barely been copied or rivalled 
since, that it's easy to look back a decade and think, 
Wow, was that really ten years ago? It seems like it 
was only yesterday. 
lt was over a decade ago that Masavoshi Kikuchi 
led a email team oÍ less thon 25 people, with am 
average age ol under 25, in the creation of what 
would become one ol the Dreamcast's many classics. 
Kikuchi, along with [SH art director Ryuta Ueda, had 
just finished making Ramzer Dragoon Saga for the 
Saturn belore he got to work on JS5R. Alter 
such a hardcore lentasy title, the team was 
pager to try its hand at something new, 
Alter all, dragons had been done before 
Fenzer Dragoon, end they would be done 
alter. “We wanted to work on something that 
was completely unlike Hanzer Dragoon Saga. 
Something deciing with pop culture and 
something that was cool," says Kikuchi, 
“Gomes like Fanzer are really for hardcore 
gaming types. At the time, there werent any games 
that had pop culture in them,” Ueda adds. Ryuta 
Ueda had been drawing characters that resembled 
the end-look of JSR since his days in art school, as 
Kikuchi explains. “Ueda came and showed me this 
po soyving, Let's do this, let's do something 
like this.” 


a creative atmosphere; they created it themselves 


So the young team wasn't brought into 


and resolved to make a game like none that had 
cofde before. 

“We were a young team, with little experience, 
Mrs was no one to tell us what was good or bad, 
Ma ent of and did yhat we wanted x 


st 


Sega renewed ils US trademark on the fot 
Seat Rerdio lcense in 2008, prompting speculation 
trom fans oÉ a new instalment 
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US release Jet Grind Radio E 


enabled users to share grafliú 
torgs over Segall. 


WE WERE A YOUNG 
TEAM, WITH LITTLE 
EXPERIENCE; WE DID |, 





Characters like those in Jet Set Rerdio 
had been filing Ueda's sketchbook 
gince his days as an art student. 
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FROM THE 


SHADE ANIMAN 
Jet Set Radio wcis a game 
that 1 initially had no interest 
in, so my brother got it instead, 
| borrowed it off him one day 
when he was ct football, to 
soe what the fuss was about, 
and to this dery | still hovent 
given it back! | love the alick 
and stylish graphics (which at 
the time | badn't seen anvthing 
quite like), the tontastic 
soundtrack cond, of course, the 
insanely addictive gameplay 
— especialky when ciming for 





the highest ranks. 





MA MARVELLOUS 

| remember poying E70 for 
it on import; it was worth every 
penny. One ol, if not the best 
Dreamoast games. Lets hope 
t's part of Sega's XBLA plans. 


JFFERENTCLASS 
Right, in this game you 
can grind on a rail 50 feet in 
the air at high speed, leap 
another 10 feet in the air 
doing a 540-degree spin, also 
while spreying your tag on the 
cockpit window ot a helicopter 
containing the man, and 
land on another stretch of rail 
while said chopper crashes 
nto a billboard. All to that 
soundtrack. Love it. 








While the pioneering cel- 
shaded graphies and suitably 
diverse soundtrack were 
revolytionary crt the time (and 
still great), Td like to point 
out a much torgotten feature 
which 1 had never experienced 
on a console before. Tou 
could design your cum graffiti 
art to use in-game, and then 
upload your design online 
and, in tum, download other 
aspiring artists work, to use 
when making the streets more 
colourtul. It added to the 
feeling of en underground 
community spirit that the game 
hod running through its veins. 
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It's alwarys nice 
when a title 
appears that's 
new, fresh and 
exciting. Like lots 
of other Sega 
games belore 
it, Jet Set Radio 
is one oí those 
games. There 
really is nothing 


else like it 
Issue 12 


no Er, 


= — 
né to do” That's not to say that the team 
nsas operated without inspiration. It drew 
on other games that aspired to escape the 
contines of the lantasy/sci ollerings ol 
the time, end thrived on competition from 
others who were trying to do the same. Ueda 
describes his experience at Tokyo Game Show 
1996: “When I saw Fáfappa The Rapper al 
TES... 1 think that's the first game with pop 
culture like that. They did it first. After that | decided to 
make a true game, not just a visual experience, that 
was actually for adults.” 

H Jet Set Radio was such an original experience, 
where did the idea come fromt Ueda and Kikuchi 
wanted to make a game for adults, but how did 
anyone even know what that meant at the start cf 
the Dreamcast era? Ueda's art, which looks very 
similer to the Japanese package ort, was the start, 
ond Kikuchi sorys he developed the atmosphere oi the 
game based on that. They both shored the image ola 
punky kind of character with nhecdphones, sliding in 
and out between people on rollerblades in a crowded 
town. The anti-establishment themes ol Fight Club, 
recently releosed in cinemos al the time, proved to 
be a large influence as well, 





ENE WHEN ALL WAS said and done, the team had a 
collection of ideas and concepts, The final idea was 
to produce q game that combined pop culture, street 


culture, Ueda's art, graffiti, punks, Fight Club and an 


open world, However, once they had a sterting point, 


they faced cnother issue: how to take vague concepts 
and art and make a game out ol them. 

“We knew from the stat we wanted to make 
an action game, but we wanted to make a kind cf 
action game that had never been seen before,” soys 
Kikuchi. It seems that since JER was different from 
everything that came before; once the core concepts 
were integrated into the art or gameplay, they didn't 







change. From concept to final product, Jet Set Radio 
was a game of a single and unchanging vision, 

The fact that things didnt change doesn't mean 
that development was en easy process. “I dont 
remember the bod stufl” says Ueda when we ask 
him about the challenges the team faced during the 
game s remarkably short ten-month development 
cycle. The most challenging concept to bring to 
Iruition on the Dreamcast is cone that gamers take 
tor granted now — the open world of the game. At the 
time, the phrase 'open-world game didn't even exist 
but, according to Ueda, “Ttwas one of the first games 
with a town vou could play in He acinowledges 
that Super Mario 84 was the first truly open world, 
but claims that Shenmue was different because 
the player couldnt jump. “Making an entire town in 
a game was quite the prospect. H's not hard with 
modem hi-spec hardware, but that wasn't the case 
back then... It was very difficult frem a programming 
stondpoint, Kikuchi expleins. 

The challenges went bevond the technical. 
Integrating Kikuchi's gameplay vision with the open 
world also created issues with control. “As the 
characters" speed picked up, control became more 
difficult because it wasn't like Sonic, who can go in 





a straight line. The game world was an actual 
town, nota box, so there were lots cl objects lying 


around tor the pleyer to crash into. Those cbstacles 
made going fast stresslul, not fun.” The sense cf 
speed was incredibly important because, until that 
point, there hadnt yet been a 3D action game that 
demanded speed, À was going to be a major selling 
point of the game. 

Skorting last in on empty box is boring, but objects 
in the world make it trustrating. K sounds like en 
insurmountable challenge, but Kikuchi says the final 
decision was to use grinding to blend cbstacle-fres 
speed with the object-filled world. While grinding, 
players could enjoy an almost Sonic-like velocity, but 


The games come with o vandalism woming. We 
wonder how many young up-and-coming street 
artists this game actualhy inspired. 


GrotMt is art. However, rot Bs an act OFf vandalism + 


5 à Crime. Every stote/province has vondalsm |Duws 
that Dpply to EroPHti, nd local entíities such Da cities 
and counties have ânticgraAt ordinandes 


Violation O these laws com result in a fine, probation, 
Dr a Jal sentence. 


SEGA does not condone the rea lie Bet Of vandoalism 
in Bry form 
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th etill fad to worry about the game 
world around them when they jumped 
off the rail, 
Perhaps the most, memorable 
aii cf Jet Set Radio was its pionsering 
el-shaded art style. While cartoon stylings 
would eventually become as ubiquitous as 
Photoshop lens flares, at the time the team 
wasn 1 even sure lhey could pull the trick off 
“With these cheracters end this art, we had to 
do something dillerent,” says Ueda, explaining that 
the team's eventual decision to cel-shade the game 
wasnta lorgone conclusion, they just knew the game 
couldn't look like crnything else on the market. "We 
couldn't do polygons that looked like his art, exploins 
Kikuchi. While they knew how to make 
images that looked like Veda's drewings 
with the kind of powertul computers used 
lor CG rendering, they weren't sure it 
was possible on the comparatively 
weak Dreomncast hardware. “Cel- 





shading was a result of thinking 
hard about how to make Ueda's 
crt come alive with polygons. We 


EH THE CEL ART combined vath 


Ueda's style to give the game qa unique amd 





very Japanese look, But Sega was worried 
that this unique art style and gameplay might 
alenate players outside of Japen, and decided 
that a few changes had to be made in order to 
make the game more palatable to a Western 
gudience. The most obvious change was 
implemented only for the United States. The 
lomiliar name Jet Set Radio was inexplicably 


changed to Jet Grind Radio. Neither being 
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BM Characters Beat and Gum appeared in 

Sega Superstars Tennis, and Gum also 

e o popped up im Sonic & Sego Al-Siors Racing. 
TAM 


pussesssssaesssssses BERTND THE SCENES JET SET RADIO 


English speakers, Ueda and Kikuchi 
couldn't explain the change. Maybe 
the US PR team wanted to emphasise 
the grind mechanie. Whatever the 
DESIBCTI, the senes name was urifiad 
once the Xbox seque! Jet Set Radio Future 
came oul, 
Europe didnt escape changes, either. 
While the name stayed intact, several 
changes were made to the gume itself. Kikuchi 
said that the tovm in which the game takes place 
was very Japanese, and indeed it is. Harying the 
game immediately brings to mind the lokyo fashion 
ond shopping Mecca ol Shibuya, a place that 
ony Jupcnese player would instantly be femilior 
with, just as any British gamer would 
be lcomilor with Piecadily Circus. In 
em ctempt to help give non-Japonese 
players that same sense of fomilianty, 
Kikuchi and his team added American- 
style environments modelled after 
New York's Times Square and the 
south Bronx. They also made small 
has changes to the story like changing 


needed shading without gradations.” MASAYOSHI KIKUCHI | the nationality of two of the characters 


to American, 
These additional levels also created 
a marketing opportunity for Sega at home. The 
company was able to repackage [5R, complete 
with new levels, and sell the game to the 
Japanese qudience again as De La 
Jet Set Radio The most notable 
change would have been obvious 
onhy to those who beat the game. 
In the origina! Japanese ending, 
the credit roll was interactive; 
plavers could skate around, tag, 
ond plery with the nomes of the 
developers — all, oÍ course, 
written in Japanese. Since 
localising that level would 
nave required rebuilding it from 


the ground up, CONTINUED >. 
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à modibed vergon cl Jet Se! Radio called De La jet Sel 
Rodio was released on Japens Drearmess! Direct service, 
legturing additional levels ond muste from the FAL game, 


this time with every credited individual's name wrilten 
in English, the sequence was cut in its entirety. 

Not everyone was happy about these changes. 
Ueda's pride, both national and personal, was 
wrapped up in the Japanese style md nature cf 
JSR. He felt the team had made an amazing game 
that showed off the cool ond hip side ol 
Japemese culture to the world. Adding levels 
based on foreign locales was watering down 
the essential Japonese-ness ol the game, 
All the while, he admits to thinking about 
the possibilities of new levels. “While 1 was 
cigqeuúnst it, at the same time | was protesting. 
| kept on thinking, What if we did add new 
levels = what would [ do?” Ueda couldn't stop 
thinking about it, and the longer he did, the 
more elaborate his plans 
decided, and the team created the new stages. 


à vã 
became, Eventually it was 


DESPITE THESE NUMEROUS changes, the 


game's memorable soundtrack, composed by 
Hideki Naganuma, stayved intact, albeit with the 
addition ol licensed tracks from the likes of Jurassic 
à and Mixmaster Mike, plus new tracks from Sonic 
FR maestro Richard Jacques. Despite being the same 


age as Ueda and Kikuchi, and thus part of the 


[DE | 


same cohort (on incredibly important relationship 
in Japomese business and culture), Nagenuma has 
since left Sega. When Ueda and Kikuchi speak cÍ 
him and his role on JSR, one gets the leeling that 
they viewed themselves as a part oí a trio that helped 
shape the game and eventually its legacy. That word, 


WE WANTED TO MAKE A 
KIND OF' ACTION GAME 


SEEN BEFORE 





legacy draws lgughs from Ueda when we 
first ves it in our interview. Ueda ànd Kikuchi 
aren't recilly sure that the game has somethingdiial 
deserves the word legacy, even to the extelllna 
the game's onginal success surprised ihermANBNS 
they're very proud of the game end the fora SamM 
created, they re not sure [SR influenced otheritrmês, 
with the exception of Sega's cen Fakuza serig?. While 
both of them suggest there are games incgr poratinky 
grinding or certain art styles that may befinlluendaa 










Rr JSF, like the Marvel or DC universes.” The 


| last boss of [5A com be found in a public 


by JSA, they Te not convinced that such an influence 


actuclly exists, but would be happy if it did. Whether 
such humility is honest, cr merely symptomatic of the 
kind of seli-efacement that's expected in Japanese 
society we cont say However, Veda does mention 
that other developers, non-japanese developers 
in particular, often tell him, 1 love Jet Set) Such 
respect irom loreign development houses 
resulted in Ueda being invited to the Nordic 
Game conference in Denmark. 


KIKUCHI AND VEDA have constanthy 
kept the game fresh in people's memories 
by inserting references into other gomes, 
particularly in the Fakuza series, which 
Ueda jokes, “iz in the same universe as 


restroom in the first Yakuza game, begging 
tor toilet paper, “See, night there. The some 
universe,” Ueda points out, 


left 


scattered throughout the games he's worked on 


Bringing up the various elements that he 


brings out an excitement rarely seen in the usually 
calm Veda. However, he lets Kikuchi explain most of 
the influences. “See this?” he asks, pointing towards 
a portrait of the character Garam in the [SA manual, 
“dee his necklace? I's a skull, and while we were 
working on HFanzer Dragoon Crta, 1 found it on the 


1 
tu. “ 


O Grinding worked much as it had in the 
rt games. Exept here 
ita inclusion mode more sense 
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stomach ol one cí the bosses. Its a strange shape, 
isn't it? 1 asked Mr. Ueda what it was, and he told me 
ihot it's the skull of another famous Sega cheracter” 
While we wouldnt hold our breath for a sequel 
(see Why No Sequel?) there is a glimmer oÍ hope 

for those who would like to see /JSR make a 
return, We asked the two developers point-blank 
could look lorward to pleying 
the game on XELA, PSN, or some other 


whether We 


downlocdable game service, and ot first 

they weren't forthcoming. Kikuchi simply 
told us “maybe.” But no sooner had the word 
left his mouth thÂm a wry smile crossed his 
lace and Ueda burst out laughing. He pointed 
towards Kikuchi and said, “Look at his face, 
his nose gets longer when he says 'maybe.” 
lÉ that isn't confirmation enough for you, a 
recently Jeaked screenshot Irom 

what appears to be q French 
language version of Xbox 
Live Arcade lor PartnerNet, 
Microsolt's XBLA test bed), 
shows Jet Set Radio as a 
plorable game. Fans aren't E 
going to get their long- 
cowcited sequel, but Abox À 
owners will likely get en 
upscaled, HD JSA. 

As much as we would like 
to see q sequel, thera are lar more 
ignoble fates for a beloved series, 
something that Sega lens cre well 
owore of Perhaps it's for the best 
thai fSH be left alone. Kikuchi seems 
contenitoworkonthe fakuza series, 
cond it looks like he's bringing a 
certain brend of Dreamecast-era 
to the nex 
(zombie-filled) entry 
traditionally 
Yakuza: Of The 


Sega craziness 
in the 
serious 
serias, 

End. Wed love to see : À 
o hi-def outing for Beat Y 
and crew, but the hear P 

the “Al 

in other 


of seres lives 
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on 
Sega titles. 
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Atari 2500 
1383 
Sparrow Records 
Christian 


Soltware Development 


£2,000 - 3,000 





Good luck finding 
this ta the wild. It's onhy 
appeared on eBay once belos e 
Who knows how many are left? 











lé you get a sealed 
copy then you'd be foslish to 
take the cartridge out. Just plery 
a ROM and retain the value of 
your collection, 
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H you'd like games ” to feature you and your prized possession in 
Collector's Corner, email us at 


LIKE MANY OF the world's 


rarest videogames, The Music 
Machine is hard to find because 
it was never cfficially released in 
a wide number of retail outlets. 
Instead, The Music Machine was 
only ever available in religious 
bockstores — hardly the sort 

of place that most Atari 2600 
fanatcs would have been doing 
their shopping in 1983. Created 
to tie-in with à popular Christian 
clbum of the same name, The 
Music Machine was reportedly 
sold in bundles with the vinyl and 
likely didn't end up in the hands 
of th cil PRSITILY É JÚmEes pla vers 1 
all, These two factors, combined 
with a presumally limitec print 
run, Má ko th Eca Ttrid LT E WET ha T d 
to find indeed. In laci, it is one ol 
the single rarest JUmEs C) rrenthy 
known to exist on the VCS, witha 
rarity rating of 10/10 on popular 
lansite Atariáge. lhese games 
are almost impossible to find in 
the wild," says the website. “Even 


collectors who have been at it foi 


YOdTs Ny Dover TU GCcTtoss ONO 


oi these, and they citen make up 


the showcase ci an individual s 


collection, These rarely show up 


even on Ebay, and if they do there 


will most likely be a bidding war.” 





IN MANY WAYS The M 
Machine really is a good game. 
Heavily inspired by Activision's 


Koaboom! it has a proven and 


enjoyable gamepley that instantly 


sets it apart from most other 


licensed Atari 2600 games. Using 


the paddle controllers, you simply 


move the characters from side to 


side, catching dropped objects in 


VOL basket ond trying not to miss 


Cm Wi Mg, As | h & game Ei DOJTESses, 


the speed and frequency of item 
cirops increases qnd the game 
becomes more diliicult, lts q 
simple concept, but a fun one for 
the time. Nowadorys, however, il 


hasn't really got what it takes to 


entertain. | you really wanted 


E = 


to play this sort of game then 

vou could easily acquire a copy 

of Kabocm! or just a couple of 
pounds, saving yourself thousands. 
ovo The Music Machine really 

is just a collector's item qnd not 
something you would ever buy 

in order to enjoy the game itself; 

t certainly isn't a game that any 
old collector would want. Unless 
vouTe lucky enough to buy it from 
SOMmMEdnE who doss nt FECcoOd ns Its 
veclue, this is something that's going 
to cost several months  disposable 
income, and is therefore the 
preserve ol super-collectors who 
own every other rare cartridge 
around and are now looking foi 


those prize centrepleces. 














Being one of the top collectors of Atari 2600 items 
in the world, The Music Machine was one of the 
very lew titles I still needed to complete my Atari 
2600 boxed collection. To boot, the copy 1 acquired 
was shrinkwrapped, which adds value to the game. 


| was roaming around ebay and 1 found the game 
being offered... Boy, was 1 excited. When | found 

it, 1 knew 1 had to get it so 1 patiently waited for 

the qucton to end and [ put in my bid night at the 
end. There was a bidding war at the end and my 
bid raised the quction price at the time over 81,000, 


The game was in mint condition and it included a 
piece oÍ literature that had never been seen belore 
tor this title. This pamplet has information on other 
oparrow/Birdwing products. It also had a coupon 

| have never seen before, giving the buvyer of the 
game 81.00 off if they bought a Sparrow/Birdwing 
product from the pamphlet, The final auction price 
was $9,865.59... In fact, [thought it was going to go 
higher since it had never appeared on eBay and it 
was q complete in box title that many Atari 2600 
collectors need. 


Yes, I have played the game and it is not that bad. 
It is like another very popular Atari 2600 game 
called Kaboom! but with a religious angle to it. 


Never, this game was very hard for me to find 
and acquire. The game will stay in my collection 
forever and will, eventually, be one of the top 
attractions in my future Atari 2600 museum. [am 
very happy with my acquisition and this title is 
definitely one of the cornerstones of my collection. 
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BACK IN THE Nineties, the creation of 
Sonic The Hedgehog was something of 


a cultural phenomenon. Net only was 
igmatic character à leading mascot for the 


the en 


face of Sega, he was also a worthy competitor 
ir Mario. Sonic contributed to Sega's cool and 
hip image and he was soon integrated into the 
mainstream, with his own TY shows, figurines, T- 
shirts, lunch boxes and pin badges. 

underlving popularity 


1 . 
k was this 


and passion within popular culture 
hat prompted Sega 
Fleetway Publications in order to create a 


to team up with 


+sing their newest creation. 
his 


comic show 
Richard Burton (better Enown for 
work on 2000 AL) was he first editor 
responsible for the 
Nigel Kitching to 
and also invited Richard Elson to draw 


his scripts aller seeing images the artist had 


megazine cind hired 
he storylines 


write 


one ol 


produced tor a vearhook. Elson went on to arena 
the eye-catching covers of the magazine and 
was also involved with drawing the main strips 
for most issues. 

“The editor usually rang and told me which 
story they wanted he cover to feature. Td do a 
couple of rough ideas md fax/email them into the 
office. Alter the editor had chosen a 
tevourite, Idrew a scaled-up version 
of the rough onto the full-size paper, 
usually keeping it pretty close to the 
original design. Once the pencils 
were satisfactory 1 inked the page 
with a Pentel Brush Pen end a fe 
fine-line pens, using French Curves 
tor the big arcs on Sonic & head, 
Nigel Dobbyn s involvement came 


Artist 


about after Kitching's constam 

pitching to the editor, who relented to allow him 
to be responsible for the Enuckles strip among à 
tow others. Roberto Corona's arrival came about 
hecause, at a convention, he showed his portíolio 
to Richard Burton, who then assigned the artistio 


work primarily on Tails scripts. 





Unlike certain other comics, particularly those 


made by Marvel, Sonic The Comic was written 015 


a tull script before any artwork was drawn. “The 


writer proposes à story deco to the editor. The 
Prop ] 


script is written and sent to the editor. On approval 
the script then goes on to the artist and the strip |s 
dream. The lettering is added aí the end,” explains 


Eitehing. All the writers and artists were employed 


IT MADE SENSE TO 
INVOLVE THE ARTISTS 
CREATIVE 





on a freelance basis, which resulted in a 

lot of phone calls. 1 worked closely with some 
at the artists who illustrated my seripts. such as 
Richard Elson and Nigel Debbyn. It made sense to 
involve the artists in the creative process, but [was 
unusual in taking this approach. But 1 was good 
friends with both Rich end Nigel and this was a 
plecisont wrory to mork " remarks Kitching. “A comic 


mi 


script is like a sereenplay except that visuals are 


more closely described. One of the 


e 


most important purposes of the script 


drerm and give him some indication 


tm? 
= 


great ideas 
been able to come up with alone. 


Though the comic was based on videogame 


properties, ihe TILErs 


owm stories that were 


games. “I used the games as story inspiration 
more cf my oum 


early on, but as | introduced 


ideas, the stories moved away 


is to tell the artiet what needs to be 


of ihe drama required. However, 1 will 
soy that 1 talked to Richard or Nigel 
very early in the creative process and 
ihese conversations olten generated 
thai | doubt 1 would have 


were free to create their 
not directly based on the 
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from the games” plots,” says directhy onto my pages; 
) + N É emo ma . a drum Nigel Dobbyn. T a a ATE 
Kitching. “I played the Sonic 6) chuck it in the mail, má o é aiii 
games qnd made sure | finished them. In OrD O epeepados Pr 
iai a 


the early days, when 1 was taking plot ideas 





from them, 1 figured the most useful ideas were likely 


to be at the end of the game.” Controversially, Richard 


ALTHOUGH THE 
ARTISTS may have had 


their own ideas ol how 


Elson was more fond of Nintendo's creation. “I pleryed Sonic and his friends 
all of the games but was always a Mario fm and still should be captured, 


am. There's just not enough to do on Sonic games.” 
When à came to drewing the characters, each 
artist begem in a similar manner, as Elson explmins: 
would usually make a cup of coflee, read the scripí, 
make cnother cup of coffee and then re-read it, 
drawing thumbnail breakdowns on top of the script 
pages. | would then lery out the panels on 
the watercolour paper (Waterford 140lb 
HP) and rough in poses ol the characters 
end backgrounds. | would dromw and very 
often re-drew until] thought that the pages 
were looking goed. Then it was out with 
the Pentel Brush Fen md fine liners for 
inking. Scan in the final inked pages after 
rubbing cut all ol the pencil lines, and mn 
colour in Photoshop.” 
somewhorl 
different process. The steps were: |) read the script 


Roberto Corona had a 
ema nut out a litte thumbnail leyout tor each page; 


2) drow up the frames in pencil for page one and 





then pencil in the artwork; 3) ink over the pencils 
- my pencils were very tight so inking was pretty 
straightlorwcrd, Erase the pencils once all the outlines 
are done, and then add heavy blocks, 1 inked with 
waterproo! libre tips; 4) mark up the back of each 
page with contact details and story name/page 
number; 5) photocopy the black-cnd-white artwork for 


posterity 


the colourists would be working 
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Sega didnt. “The original 
style guide was about 64 
pages long, and there was an 
outline of a hand on the front 
cover that you were supposed to press your own 
hond to while reciting a pledge to uphald Sonic 
brand standards. It was pretty basic, no 
smoking, no killing (except of robots), no 
guna, stick to the model sheets, and so on. 
About halfwery through my tenure, the new 
licensing agency came up with revised 
quidelines for drawing Sonic, where ihe 
number, orientation and position of his 
spikes would vary from each angla. We 
were never to show his teeth. His pupils 
alwcrys had to ba touching some part oÍ 
the outside of his eyes. lt was just plain 
stupid, remembers Corona, “Violence was olten q 
touchy subject but in some strange ways. À scene 
in Knuckles involving a bmching had to be re-drewm 
to place the noose around his body, rather them his 
neck, even though he didnt actually get close to 
being hanged,” adds Doblbym. “À scene that Richard 
Elson drew involving Sonic end a gun had to be re- 
drown to have the gun lire a sucker dart." Despite 
this stance regarding Sonic, other Iromchises seemed 
to be fair game. “In Decap Attack 1 got away with 
murder,” exclaims Kitching. “In one story | showed a 
head being opened up and the brain removed - Im 
absurdly proud of this for some reason.” 

Sonic The Comic wasn't justan anthology of Sega- 
based stories; it was also a canny marketing tool, 


along with news pages of upcoming releases and 
cheat pages for popular titles. It was a great way 
to tap into another user base and even Influence 


purchasing decisions. The Megadroid was a 
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&IC's stories soon left the games 
behind to tell new and original tales. 





Decap Attack vos the one comic where 


anything was allowed to happen. Nigel 
Kiiching drew and wrote the entire geries. 





Reviews ol the latest Sega games were included Sonic Terminator being an adaptation 







mascot created Ey Richard Burton himself to 
answer the queries cf the readership and was 
constructed from parts ol a Mega Drive, Other 
cega titles also got the comic strip treatment 
Golden Áxe, 


including Wonderboy. Shinobi, 


fid Chameleon qnd Streets Uf Roge. 


&o THE COMIC strips developed, so 
did the characters who starred within their 
introduced 
including Johnny Lighiloot and FPorker Lewis, 
were official created by 


panels. New Sonic characters were 
who 
Sega to represent the 
rabbits and pigs freed from the badniks. Original 
character Captan Plunder emerged and the arrival of 
Lew Stringer in issue 30 sorw him introduce Shortuse, 
Metamorphia and Tekno the Canary. Some strips 
reflected their videogame heritage, The 


CD and Sonic And Anuckles 
in Knuckles and the Floating 
Island strips. In the landrmark issue 100 Dr 


of Sonic 


Ê 








—— 


reflected 
Robotnik was finally defeated, “T realised 
that no matter how many times Sonic 
thwarted Robotrik's plans it was a hollow 


THE GUIDELINES 

FOR DRAWING SONIC 
[STATED] WE WERE NOT 
TO SHOW HIS TEETH 


strange decision to start publishing reprints 
was made and the popular Megadroid mascot 

was removed, along with letter pages Speedlines. 
Ônce issues 1559-157 had been reached, only one 
onginal strip remained, the rest consisting entirely of 
reprinted material. At this stage, Nigel Kitching was 
sacked (a matter upon which he hasn't commented) 
while Lew Stringer remained the sole 


E F nc 1 E 1 e DT 
E. Fr writer. Kitching made a comeback in 2000 


E 


alter a change in editorship, vet despite 





this, all issues from 185 onwards were 
entirely reprints, with Richard Elson's 
covers being the only new material. Nigel 
Kitching's reappearance resulted in a last 


epic story very loosely based on Sonic 
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Memorable Moments : | e long as Robotnik remained NIC Ê | 


as the dictator and ruling over Mobius,” 


a emerged and Johnny Lighifoot cane to an 






ema 
| same Pie 





E incigaa Nate team M=TeojDiali their favourite bits expleins Kitching. “Not a very positive untimely end. The story went on to reveal 


message for the readers: evil com never actually be the origins of chaos, the Chaos Emerclads, Knuckles 


m Every artist has their the Time After Time strip in which he went through defeated, So | decided to have Robotnik deleated for cmd wrap up the loose ends ol the Sonic world so 


favourite piece of work and = Think that voa da nome all sorts of different gentes real, This also meant that | would have to find different expertly captured within the comic, 
the team behind STC are by Lew, in which Sonic horror, westem, eco- werys ol coming up with plots.” After this point, Sonic While Sonic The Comic is now but q memory tor 


adventure and so on. It was 
great fun trying to establish 


just the same. “Tt would seems to come back in 


30 Blast was adopted featuring key elements such cs 
have been Zonerunnes 2, 


many everyone who worked on it in some capacity 
time as an older version 
but the colouring was a 8) self. Andy Pritchard, 


“qnd I 
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the Flickies and dimensional! time travel, which wenl is proud of its success. To this doy | still get regular 


a different mood for each ve 


on to influence the direction ol future stories, With the emails from people expressing their londness lor 5!C., 





complete disaster = soIry, 







' 7 = ; E [ ; = = = - a] = N Fa mm 7, 1 E E E" RI E L E F E mt, a E a] pm F, oa em ums am ] 
— sea TS | colourist guy whose name sd over which nadges erspective, it is a certain change in power over Mobius, the Drakon Empire wcis The fans are the real legacy ol the comic beccuse 
ao 9 , Elod Hui] E E 

du LR | ” ; 4 E di é É iu E a : ja 1 TE 
Ca ; = | pi J [| cont recall," apologises we were going to keep. artist that evokes the mos! created, on inter-dimensional alien race who alhed so many oí them have gone on to produce brilhant 
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aan Roberto Corona, Hetum byn likewise hers MEMO. A OFITUSSIOTAN themselves with Dr Robotnik, which was followed by q crecitive work themselves, remarks Richard Elson. "1 

ANE” To The Miracle Planet new artwork from Mike 


long series invohing a new world called Shonezar. still get tgedback from readers who hove now grown 


“Nigel [Kitching)] and | both 
have very fond memories of 


jumps to mind in re MelMahon was alweys a 


The demise of the comic begen in 1997 when up and are producing their own comic strips. Àt a 


rare tregt for an old-school 


hacéiDa qua ricê W budget cuts sow the removal of news, game and recent Bristol show someone told me that | was the 


and the homecoming' sequence 


e c : nm ftanboy = myself, 
ospheric. | really love of es from Rnuckles, receills | review sections, making it solely about comic strips. crtist who made them want to drew comics in 


Although SIC continued to sel well, in 1998 the the first place. That was very gratifying. 
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When Doom launched in 1993 the BFG 
9000 was the ultimate FPS cannon, butin 
1997 a young development team made 


id Software's finest look like a water pistol 
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Iguana Entertainment 





David Diensthier 
Producer 

Blan D, Johnson 
Lead Artist 

Robert Cohen 

+ Lead Programmer 
lan Dunlop 
Game Logic 
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BEHIND THE SCENES 


Dá finally hit 

European shores in 1997, UK gamers were 
presented with just three titles to take home 

as their first bá-bit experience, Considering the 
hefty price ol these gumes, most of us had to 
make a tough buying decision. The smart money 
was obviously on Super Mario 64, as the majesty 
of Shigeru Miyamoto's masterpiece was (and 
remains) one ol the greatest lunch tiles ever 
conceived, Pilotwings 64 also aqeted aos q technical 
showcase for the fledgling console's capabilites, 
ond Shadows Ut The Empire ollered LucasÃrts fons 
on underwhelming slice ot Star Wars action. 
But while the fomciful boxart of a Hen Solo 
wonnabe, a tro ol eager looking arvicitors 
and Mario in a winged cap all had their 
distinct charms, for many il was the brutally 
rendered image ol a hunter about to plunge 
ten inches of cold steel into the neck of a 
which crrived in stores three 
that 
presented the most intriguing proposition. 


velociraptor 


days alter the hardware lgunched 


The title on the box boldly read Turok: Dinosaur 
Hunter, ond it was a game inspired by a long 
lineage of comic books. 

The Turok concept first appecred in a one-shot 
published by Dell Comics in 1954, before receiving 
its oum Turok: Son Of Stone series, which was first 
published by Dell, and then by Gold Key, consistently 
throughout the late Fifties, Sixties, Seventies and 
early Eighties. Then, nearly a decade later, the Turok 
character was revived by Valiant Comics 


po 


|| AL 


Dienstbier described how Turols control scheme was 
designed by one ot Iguana's engineers. “We were using one 
trt seemed to work ond then boa Dunlop showed me one he 
hod put together independentiy. lt was immediately apparent 
that it was vostly superior in every wo ao it stuck. 


I NEVER DOUBTED TUROK 
SHOULD BE AN FPS. 
THERE WAS PRESSURE TO 
MAKE IT THIRD-PERSON 























| Uinosaur Hunter used a fog system to mask the 
limitationa ci ita drow distance. This algo helped 
keep the frame rerte relotively amooth. 


In Japan, Turok 3: Seeds Of Evil was 
given the more visceral title ot Violence 
Killor: Turok Now Generation. 
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FROM THE 


FORUM 


BIONIC COMMANDO 

[think people 
underestimate the influence 
of Turok. Not onhy wers il 
a fairly original concept 
at the time, but it broke 





doum a lot of boundanes. 
Sure, the controls werent 
up to much and it was a 
little too misty tor its um 
good, but the diverse range 
of wecpons and creative 
enemies made it something 
of a milestone of the 

early generation. 





It had this really weird 
atmosphere about il. | was 
1 and 3D we still in its 
intoncy, but something 
about the level design was 
unsettling. Really gave this 
sense of isolation, possibly 
because of the scale cf the 
levels, ond the fact there 
were no real cut-scenes. 
Tou were just planted in the 
word and told go. 


FICHHOYLEZA 
Shaking as | handed 
over the £70 for a game for 
the first (and last) time. | 
also preferred the sequel. 





SHERAR 

E loved everything about 
Turok, even the iguona that 
popped his head up at the 
start before nearly getting 
cn crrow in its eye, The 
dinosaurs also attacked all 
humans, so you could lure 
a raptor into the vicinity ol 
a hunter ond watch them 
finish each other off! 


IOSETINTED GAMER 





It was the music thai 
stuck in my mind. An 
awesome soundtrack to an 
CINE SOTNTE CUUTILE!. 
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Turok besgam lido as a comic book 
wardor befare Being reimagined as a 
tulh-ledged videogame hero. 
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before receiving a full series tiled Turok: 


Dinosaur Hunter in 1995. 


From here Turok 
stopped being a prehistoric adventure as the Lost 
Valley was rewritten as an alien dimension where 
with futuristic 
then bought 
Fa the name to 
Aeclaim Comics in as well as acquiring 
Iguana Entertainment in 1995. It was oa this 
time that an eager David Dienstbier first 
reptilion ranks of Iguana, 

“| responded to a recruitment cd by sending in 
some original game concepts which [d illustrated, * 
recalis Diensthier how 
with Iguana. What caught the creative 
director's eve was thai | diant jus 
send in dremwings, | actually had notes 


Turok fought against the Bionisaurs' 
weaponry. Acclaim Entertainment 
Valiant Comics in 1994 

1996 


joined the 


he first got involved 


e] 


written up about the story and how the 
enemies moved end worked. | was then 
hired as a designer and, after working 
for several months on other projects, 
was called into the president's ofice 
cmd told they were going to make me 
project manager on my own title, was a 
bit shocked since [had no experience 
at all, and when] E enregioo this he 
“You're a smart 


scid something to the effect of, 


guy, you'll figure it out. | was then told an 
arrangement had been made for Acclaim to 
do an exclusive title for Nintendo, and that the 
roperty had 


decision to base it on the Turok F 


already been made — which was cool because 
| had read Turok comics as a kid. I just had to 
figure out what it was going to be.” 

In retrospect, the results speak tor themselves, as 


ole r 


But following his abrupt career change Diens ibier 


Turok became an early pioneer lor the cons 


described how he had to battle to keep his vision 


Delicate Sound of Thunder 


» TUROK HAD JUST 


tour boss encounters, 


including the 4xd-driving 


Raica the acid 
spitting Giant Mantis 
and the utterly me 
Compaigner. But whi 
the club-yielding 
Compaigner was the 
end boss, it was his pet 
Tyrannosaurus called 
Thunder that stole the 


show. 


“Tloved that T- 


Rex," Johnson says. 
had a blast working on 


him and his 
From day 


animations. 
one we knew 


any sell-respecting 
game with dinosqurs 


had to have a |-Hex bo 


encounter no matter 
what, so we set aboul 


É Es 


working out how we 

could make it happen. 
The obvious challenge 
was how to fight him in 
first-person. lt wouldn't 


see him. 5o naturally 
we decided to make 
him breathe fire and 
shoot lasers. Si fa dg 
is cooler with a lase 
strapped to its head! We 
also added the little 
cubby holes so we could 
have animations oÍ the 
|-Hex peeking in at 

vou. Of course, hiding in 
a shallow cave doesn't 
do much good if the 
thing breathes fire.” 


be much fun having 


him on top oí you the 
whole time since you d 


only see his leet, so we 


qu: 


bed to give him some 
ranged attacks 

that gave you the 
chance to really 


Lead Artist 
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of Turok on track. “Il never had any doubts that 


Turok should be an FPS, but most of the discussions 
from 
sed 
Turok a 
saw this 
was going to make its 


about whether to go first- or third-person came 
our New York offices. After Tomb Raider relec 
there was significant pressure to make 
third-person action game, but [ and others 
as q mistake because Tirok 
own mark in a genre that [at the time] had no real 
presence on the home consoles aside from ports ol 
Doom. 1 didn't leel that ANA as 

what Lara Croft had. She was designed to be a star 
and needed to be on-screen, Tr DK Was envisionec 
as a vehicle for the types of crazy shit we wanted to 
do, Obviously we respected the source material and 
had our sights 
wild stuf, end 
estar. 


q character had 


the character, but we also 
set « ot doing some Re 

Wok. on Turok Dinosaur 
begom in 1995 in a development cycle 
that would span 16 months. Although 
the project initially consisted of jus! 
Dienstbier, he was soon joined by other 
like artist Alan 
Johnson.” [had been working on Batman 
Forever: The Arcade Game for about six 


creative talents lead 


months as a character catist,” recalls 
doida “when one doy, out of the blue, my director 


: me Em being moved onto a new project called 





Turok. 1 think the more senior staH wanted to remain 


on Batman since it was the premier title, and nobody 
Fr 


Expe cted much from Turok. So at the tirr 
like Thad dr 


interested in working on something new.” 


12 it seemed 
wn the short straw, but | was certainly 


NOT ONLY WAS this on opportunity to craft 
a new game, but the team were also facing the 
challenge of developing for an unreleased console 
that was shrouded in mystery. "It's funny because, 
while my excitemnent was very high, it was Kind of 
lukeworm at higher levels,” Dienstbier described 
when asked about Iguana's early impressions ol 
the Nb4 hardware. "I think this was largely because 
everyone thought Nintendo was backwards in 
sticking to cartridges. No one really knew who 
to expect from the N64 in terms of soles, so thai 
kind of cast a shadow on the hardwere. Johnson 
also shared this enthusiastic scepticism. “It meont 
developing for a somewhat moving target, The 
estimates for how many polygons we could push 
would often fluctuate, so we had to rework certain 
aspects once we got closer to complestion. The bulk 
of the team was also very green when il came to 
game development, so it Tealh was a trial by fire 
experience for everyone. 
But while the Turok team was q bunch of “game 
tongue-ln 
they had c 


lot of ambition and passion, And nowhere was E 


Johnson 
clear that 


development noobs”, as 


at E 11 | 
cheekily described, it was 


more evident than in Turok's impressive arsenal 
ot weaponry which included everything from the 
eleiltul Tek Bow, to the Alens-inspired Pulse Rifla. 

We had the standard fare weaponry like the pistol 
and shotgun,” Johnson recalled, "but once we got 


past that we wanted to make sure each weapon was 


Hunter 
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WHAT 
THEY 
SAID... 





Dont sweat 
the little stuff, 
though. Turok 
has more 
firepower, more 
control over its 
environment 
and more 
gruesome 
graphics then 
other corridor 
shooters. 

The rest are 
Doomed to 
failure. 

















more devastating then the last, [ remember 


the artist working on the Fusion Connon 
called me into his ollice to take a look at what 
he'd done and [was completely blown cwery. 
was nothing short ota full-blown nuclear reaction, 
complete with an incredibly impressive mushroom 
since Nintendo 


was a Japanese company, we d be better of toning 


cloud. But someone decided that 


it down ond losing the cloud. 1 was disappointed 

the most 

ihe artist was still able to make 

omething very impressive. Plus [ had 

no idea how we were going to surpass 
it wath the Chronoscepter.” 


ince il was impressive ellect [d ever 


[árl 


seen in a game, bu 


THIS 
upmanship 
that dramatically changed Acclaim's 
attitude towards ircden Hunter alter 
debut at E3 in 1996 
- cm event that Dienstbier conlessed as 


STILE OF projectiis one- 


also the catalys! 


T o 
LIS 


it made its public 


being one of his fondest memories in 


Producer 


videogames development. “I had one 


littlo tele: sjon set 


to demo the game on the first day 


of the show. There was no big fantare about Turok, 
cation that 
calo o game for Accleim. But we knew we 
some thing bi LO from the qei-go, 


that first day 1 fred up demo alter 


no massive signs or banners, and no indic 
IL WS 
were onto so during 
demo lor anyone 
showed any interest, and the word got out that 


people needed to ses 


who : 


Turok. Before long there were 
massive crowds gathered to see the game in action. 


I used to 


lead up to the Mini Gun which got lots ol 


tease the weapons and then gradually 


oohs' 


I HAD ONE LITTLE 
TELEVISION SET TO 

DEMO THE GAME ON 
THE FIRST DAY OF E3 
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TUROK: DINOSAUR HUNTER 


“Abor we implementod tho first prototype of the 
Grenade Launcher, we discovered how much lun 
it was to bounce them around while krunching 
enemies through the ais," Dienstbier states. 1 then 
tore apart the first chunk oi an entire level in order 
[io make using the weapon more fun.” 
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and 'Gahs and then finish with the Fusion 





Cannon, which would flatten a bunch ol palm 
trees and folks would go nuts. The next thing you 
know 
executives at the alter party. Lots of backslapping 
ond passing of cigars transpired, and Im pretty 
e | got really loaded that night.” 

Alter the Turok team recovered from 
their a to Los Angeles they had less 
than a year to turn their beta : 
into a fully reais 
Dienstbier 
making some 


Em some sort of celebrity with the Acclaim 


Sr 


Showcase 
ed apache adventure. 
described how this meont 
difficult compromises. 
“Jurok become a huge priority lor 
Acclaim alter the initial E3 showing. 
But since the team was so junior, end 
had ever made on FPS 
belore, we were really 
that 


that were 


none ol us 


get everything in we wonted. 


We nixed the brachiosaurs 





lumber through the treetop villages, we nixed any 


semblance cf story and we nixed certain character 


cnimartions which met some dWwescme rapior- 


But 


mauling went unseen, such is the way with 
game development. 
; the open 


The finished game flowed 


One aspect that didn't get nixed was 
ended level 


ellectively between jungles, 


design, 


tom bs U nd ruin FER 


belore cumulating in the Lost Londs and a giant 


fortress full of alien technology. 


struggling to 


meant to 
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lh also distinguished itself from the corridor 


shooter by having a stronger focus on 


exploration. "It was just about lerying it out, pleryin g 
it, seeing what felt Fight and changing what didn't, 
We had built the game in a way 


modulcor — more likeda 


Johnson described. 
where the levels were pretty 
giant Lego set. So rearranging 
much work if things werent playing right. Then 
when | wanted new environment pieces, [would just 
build them myself. In the end this approach paid off 
and we ended up with some really fun levels which | 
wars quite proud cf. 

In contrast, Dienstbier felt the level design was too 
disjointed ond didnt capture the sense cof natural 
progression he d envisioned. 1 actually hated the 
high-tech levels in the game. My desire was to 
create a living world, which is why so much ellort 
went into the jungles with birds, boars, monkeys 
end even fish. | think we got maybe live per cent 
of what | would've liked to have seen in there. The 
original intention was to make the game feel like 
a journey through a junk vara. | wanted players 
wonder through a wide variety ol environments Fa 
clifferent times ond cultures, and while 1 think we did 
an admirable job, I've never felt that any Turok 
really captured what I had envisioned the Lost 
to be. [1 
where the par an of the world felt more 
rather stark 
to catacombs.” 





game 
Land 


d've liked aq more gradual transition, 





organic and natural, than a 


rogression from jungles 
E pru 


HOWEVER, ONE AREA in 
Dinosaur Hunter progres 
moothhy was from manageabls platforming 


which 
sed almost too 
sections — already unusual for an FPS - to 
genuinely frustrating leaps ol fmith. "The 
plattorming element ended up being a much 
larger part o! the game simply because we didn't 
hove many other options for managing the difficulty, " 
Diensthier explained. "That was a major source of 
[frustration for players, particularly as the platlorming 
elements became more and more difficult. So while 
the jumping was more fun and served the crazy 
neture of the action on earlier levels, by the end it 
became a means to try to balance the difficulty. Tt 
was a regrettable decision. 
Watching Tol'Set fall to his death tor 
the umpteenth time was an annoyance 
all players had to bear, But the diliiculty 
curve was more deftly handled with the 





rena cast ol enemies, as players 


encountered a wide variety col the 
including 
Raptors, Alien 


and 


Campaigner s henchmen 


Poachers, Cyborgs, 
Infontry Pur-lins, Sludge Beasts 
subterraneans. “W 
Johnson 


“although we ended up with a lot cf 


lot of enemies into the geme,” 
muses, 
humans as they could easily share animation 
sets. We couldn't share as many of the dinosaur 
animations since they were all unique. [was 
hoping or less humansandmoredinosaurs 

but 1 think we 
overall. 1 still have a sketchbook full 


were able to make it Ee 


Trrroo 
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he levels wasn 





VE managed to get a Behind ha a eball 
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Dienstiber didn't just lend his 
visborn to Turok, but algo his voice, 
“We tended to use folks from the 
studio dl they could do a good jah,” 
says Dienstbior, Tended up 
doing about hall the volces ol the 
generic human grunts, as well [E 
as lhe Campalgner.' 


| ACTUALLY HATED THE 
HIGH-TECH LEVELS; MY 


DESIRE WAS TO CREATE 
A LIVING WORLD 





with tech upgrades that never 
games ” 
Johnson to find this forgotten tome, but it seems to 


nove been regrettably misplaced, 


of dinoscrurs 


made it into the game.” implored 


One aspect that could never be forgotten — 
especially for those who played Turok to completion 


-were the boss encounters. “The comics were ripe 
with lots oi critters and creatures that we could ve 
used, * Diensibier replied when asked about how 
the Longhunter and Giant Memtis were 
conceptualised, “But when it came down 
obvious 
choices daireclly from the comics, OI 
at least none that we were completely 
satisfea with. Hex was 
the result of knowing that you cant 
do a dinosqur game without one, and 


to bosses there werenta lot cf 


The cybernetic 


since the comic had these 'enhanced' 


rn dinosaurs, we didnt need to limit 
curselves. The visual side ol things went 


rell, but it was the gameplay that 
ried to mix up the boss battles by 


very ma 
was a bitch. We t 
adding strategic elements with regard to deleating 
them, but by the time we were implementing them 
into the game, we were so strapped for time that 
once we had a functional encounter we had to move 
on, [ve never really been satisfied with the results, to 
be honest. But alas, deadlines are deadlines.” 


We asked Johnson to describe what the | 
Turod jecm was like. “Everyone went the extra 
mile and made the game what it was. 
[ wouldn't single out any one person as 
mokinog the game a success. It truly 
was the cormulotive etborts oÉ a 

lot od very dedicated and | 
talented people,” EE 


fet as the final deadline drew close, the Turok 
team was unexpectedhy given an extension to make 
some crucial tweaks. Tremember putting in months 
CÍ serious overtime to have the game ready to ship 
eptember, 
nostalgic gaze, “only to find out - in September 


- that the date had been pushed back end we had 


on time for 5 Johnson recalled with a 


more time to polish it up. Of course, at that point we 
already had a game, despite all the cuts we had 
made to get it done on time it. 5o you d think that 
with something shippable done and five months to 
some extra Ilufl, we'd be on easy street. But 
ut stuff back in end adding even 


spend the entire 


ada in : 
by cramming the c 
more content, we managed LO 
extension on overtime as well. * 

AND IT'S THIS dedication that sets Dinosaur 
Hunter apart as both a labour oflove and an example 
of wheat a young and ambitous development team 
con achieve when given the opportunity, Turok 
started out as a low-priority projeci on 
console with an uncertain future, but with 


cd new 
creative 
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control and determination became a 
success, And although it may be lar 
from perfect - as both Dienstbier end 
Johnson aodmit Turok nonetheless 
things. "Seeds Of Evil 


was à dream co mpared to the original Turok, 


paved the way lor greater 


Johnson reminisces, “as by then we had all our 
ducks in a row ond things went considerably 


smoother, Actually Pd say as lar as the visuals go, 
Turok Zis more what we wanted Turok to be, but fell 
short of due to time and a lack of tech,” 

There's no denving thal Seeds Of Evil was the 
series highlight, but the first expedition through the 
Lost Lands has a timeless quality that stonds up 
even today. “The best thing about working on Turok 
was the experience of just doing something great,” 


Lienstbier sums up pertecthy, “Working with the 


ieam and seeing lhe results pay off was the best 
teeling in the world. | mec, the lact t 

years later you contacted me to do a 
the game is testament that we did a good job, 
lhatwas, and is. ag 


nat cill these 
story about 


great feeling. 
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incregsed 


most fondly remembered MSA games ever made. But it was 


depth gi 


series that introduced him to 
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ven to Fentarou himsel! thc 
our hero sheds a 


e has a right to enjoy. 


Penguin Adventure one cf the 
the added 


t would ensure he rose above the 


focus on fun made 


3 the world. From the title screen orsward 
single tear in tribute to his lost love 
es Pentarou with more character than any 


Wiping his brow and dreaming of soft 


dec at the end of a level, leading a majorette troupe after deleating 


a boss, 


mascot has a histor oi goes all E o fia: 





to two excellent but little-played class 


m 
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of Western games. It's a 


Lol Japanese videogame desig 
cultural tescina 
phenomeno lika March Of 
to the unexpected success ol Swiss ani 
o Pingu 


bic 


Entira shops dedicated just t 
the streets ol T 


of Pingu 


LO k W O, H OMNENVET, 
videogames 


oil li 


of videogame penguins 
Konami creation from 1983, who 

Pentarou made his debut in Antarctic 
MBA 


research stations 


game that took the pis on an into-t 
in Antarctic 
but 


«as fun tor a tew minute the virtuclly 


MTE 


: Japan 


has endured to 


have 


nas ve 
that predetes 


tio 


FROM RACING FEATHERED friends in Super Mario 


Bd to 


become (Is muci e 


ed « 


merchandise 


nas p 


he-sCcre 


a. Dodging sea lions 
identical levels 


“ET les Pi Angu Edi m 


com be 


hicle sections have 


ecent 


The Penguins and Happy feei, going back 


found on 


Tt es ced à handtul 


this dory. 


he actually isn't the most prolific 
Thai a goes to Pentarou, an original 


Adventure, an unremarkaobls 


en jourie Cro nd 


and collecting fish 


soon made 


the game rathei Na to x Eleor; Later converted to other 8-bit formats, 


the most interesting thing about Antarctic Adventure is arguably the 


US box to the Colecovision release, which features a real penguin 


joypad in hend, controlling the cartoon Pentarou. Which, as we all 


know, is ludicrous. Às tuji Naka recently n 


evegled, the only game q 


penguin can play is Prope's cardboard box-controlled Let's Tap 


Unlike most Hall Of Famers, 


in his original game, and instead c 


and subsequent appearances 


Adventure was a much-improved VErsior 


pa 


Using the same gameplay as 
nultiple levels encompassing 


“ui qriet bd ol HrPr IS E-Li pa, SEecTel Creas, 


and even boss battles to keep 


Rm 
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E Peniorou's debut appecrance was che but 
nothing special H attracted very Etie ettention, 
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the qume leeling fresh. 
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Pentarou didn't gain much popularity 
cqught most attention in his sequel 
5. Released exclusively on MSX, Penguin 
Adventure. 
ts base, it built upon the formula writh 
swimming and Ilying sections, and a 
an ever-changing soundtrack, 


HH The title screen to Penguin Adventure. Ône cf 
the most heart wrenching screens in 8-bit history. 


ICS 


had dec LL ded LO lec 
game. Th 
while clinging en 


pr md (RP 


get his girl back, 
f 


a bunch ol enemi: 


mouth to keep his EMI high 


rs down, his at 


glor 


of shedding a few pounds but finds tl 


« and wildly perspiring as he marches across e tha map screen, 


Pentarou is « 5 Lã 
e. No imoiidar: he's bo gen dm uneilicial mascol or 


Konami ever since 





BEN PENTARÓU'S THIAD AND final sta 


rola, 


rrind 


Tume Penguin Monogatari, brought a 


change of platform and genre the penguin, 
to the Famicom, he lound himsell in 
it his girlfriend 


Moving ovei 

a platform game and also found the 
Ive him, despite the fact that he Ea her life in the 
e regsont "Icon stand fat guys like vou," she says 
to her new bo a nd. Vowing to lose weight and 
in the hope 
the odds stacked against 


Pent ATUM seis ofl o A ILE adventure 


him as 


es attack, cruelky cttempting to throw food into his 
« Story on the chubby side and Pentarou 


vilop. Lose weight and 





tack reduced to a clumsy be 


he can use more athletic abilities. ts q brillantly inventive idea tor a 


plotiorm game, and 


device to rein 


plot 


Released exclusively in Japan in 199), Yume Fenguin Mon 


Turim rid 
neto 


to cult status in the 
much better known lor a diflerent series oi games 
based comedy shoo 
followed by tour sequels across 


a wealth of playable characters, 


class 


Pentarou was one 


original Parodius, and went on to 


unnoticed by all but the 


used physical comedy as well as an emotional 
force the bond between player and Pentarou, 
ogrartari 
most clued in importers, only rising 
emulation age. By then, however, Fentarou was 
the Gradius 
SA and 


s, the series featured 


Farodius. Launched in 19BB on M 


elege | SE 


1-UP 






































both brand new and borrowed from 


ic Konami games oÍ old. 


ot à handful of characters to feature in the 
star in all but one of the sequels, 


including strategy-RPG spin-ofl ee Wors. As well as making came 


UDDEUDUnces 1 


he has also been revived ler 


iPhone's Krazy 
making him one o 


oÍ these appeara 


* Kart Rocers 


Konami's NES crossover series Wai Wi ER 


a couple of modern games, such as 
sand DS's New International Track & Field, 
É the publisher's most prolific quest stars. And if all 


TICES COM convince ph HIVErS Lã LIL) back and tr bi his 


original games, then this con only be a good thing. 


TIMEUTE BONLES 





E Penguin Adventure is packed full of fun secrets, 
líloe thás icght through spece. 
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E Penguin Adventure's boas battles required you 
brecile the tos end send a dragon to his demise. 





Roncimi got a lot ci 
mileage out cl this 
simplistic E-bit sprite, 
Using a Atas of 
poses, the developer 
WEIS fes to pull 


Cl 


emotions oncl gestures 


a whole ron LIES 





from Pentarou, and 
tha 


creata one ol 
most emotive game 
characters cl im 
Fighties. We felt ever 
high and Jow Pi 


nat | 
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Pentarou spends 
much of Antorciic 
Adventure ond its 
seque! gobbling 
hundreds oí fish 
os they leap from 
the ice holes. dt 
doesn 1 seem to 
have much of 

on etleci on him, 
ct lagst until his 
third adventi 
when | ne pus cm 
so much wrsdeght 


= 


that his giriiriene 
lecrves him for 

another penguin. 
Poor Pentarou... 
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E Boat the boss ond Pentorou is joined by a 
trupe of dancing penguin friends to celebrate. 

























































E The opening to Hime Renguin Monogatari finds 


Upon reaching the 
gocil ol ecc “E E; logo, 
Pentarou would stop 
to np de bro cin 
think about 
somet bário he loved to 
keep him motivated. 

in this ima 
thinking about his 5 
beloved Konami, but 
ho also rendomly 
imagines his girltriend 


then L 





ge he's 


and, weirdy, a can of 


tz" DON 
DOZE Do 
nd k 


(080) 


E Losing weight isnt easy when distomt volconoes E Pentarou has enjoyed a revival lertehy. Perhaps we 


try to fire nice colees disecihy into your mouth. 


s:EE HALL OF FAME... PENTAROU ::: 


E pros Pentarou la be 


dregrming about the Konami 





logo. Alter starting in just 
three of his own games, the 
penguin went on to become 
a mascot for the company as 
goBa in five 


dl whole, and com 


Farodius games, IAmoeng many 


other titles 





PR te! 


É = L 7 
nquin Acre 


niure was the first 
geme thert Hideo Kojima ever 


worked on. In the role ol Assistan! 
Director, Kojima may cr may not 


hove been responsible for the 





cibundomce of extra personality 





that went into the character, 
but con almost certainly be 
credited with the weird things 
that aa happen to him, 
including a secret Hight through 
space qnd a hidden meeting with 








a shopkecper beneath the ice. 
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could here Penguin Advento Rebirth rest? 
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ENE EEE ' L I h LECCE ESSES ISIS 


uns (ÇÃO sao PE: Fosse HERTEE EEE ::::::: HALL OF FAME... PENTAROU :::: 


u PGradiis Petoda E 
Jor pla < 


KONAMI CODE 


Option is, yes, the 


E 4= am picja om &s his bx j 
but re-imagined as a play ri character. in the « Te 5 and is a sed on the era 


. 2. pa The si Ja ck to es Eno th LE ate Ars O À p A bis a E) 1-0 U) Omo IL [La H per plom LÊ. ad po tALAL, E rs E get | do | pr a 
fvstical Nínia lame) « ” ave E 6. Ivan - Th entarou is sadly absent HO. Mumho - Mar Je specifically for Fyrodius E 13. Pentarou - Our favourite Frrodius : ai pr j : E ERRADA CALL INAES bee dd - 
character appears in nearly all of the games, but Slecise : E 20. Twinbee - The star ol one cf Konami's 


Irom ] ES] ja e paTt us, he is replac ed by lvan , E robot fis 1 is presu a ny ã SE ence to [oito ER 
i k | J rm 
E [yo steniou sl bi absent from Pei= Faro da , other great ! Riso U 


LE a racter in | For ntastfic Faro 


Egito E : boi 
EH 3. Goemon - The star oí Mystical Ninja a green emperor penguin with a mean attitude. Gradius competitor, Darius. The player two 
lin tha ver y first Fyrodius and then à Tts an aquressive looki 1g combat jacket i variant is a re-coloured s grite cal led Samba. HI4. as crnen Po ga was the hero ol the 
1 only to reappear inthe SNES | the cut-scenes, HE 10. Michael - À pig with wings and a halo. Ku ightmare tril a Du a li 
2 Parodius. E 7. Kid Dracula - From the game cf the A reference to the 'pigs might Ily' lunacy of the the very TSA- sive Rarodius | E 21. Vic Ni As s Po pediu 
H a, Mendes The player 2 version of some nome, this is cctually Costlevemia's Alucard | series, perhaps? Hs. oa Ano he er col Rs acter who appears  tobe tese tn Liacttim HE Lia, SUL! CIC Gradiu s, it makes sense tor tho 
Peiari alma teria exibiram in Plrenili as a child. Only appears in the SNES version of Ml. Mike Mikeisacatihai appears only in alongside Mike in Chatting Parodius. We like the her counterpart MS are ship to feature, Vic Viper is 


way he's always curled up. prominently on the game 's 


appearec 


Fantastic Parodius. the console-onhy Cha 












While the arcade version alinwed 
vou to choose between 500m and ep 
the console ports and sequels quad expanded “he 


possa + well depths arvilablo 



















EHIND THE SCENES 


qé:e 


Namco's unique arcade game might be best 
described as “what it's like to be inside Tetris' 
but, as producer Hideo Yoshizawa tells us 
its true inspiration was a world away from 
the original block-drop 











er 





the tens of millions 
of dollars, 100-plus-sized teams and three- 


to-live-year development cycles on today's 

























biggest videogames, it takes a brave company to Mr Driller ques just 

E É dea withoul ara PAR A keep being made. "Plecse 

start work on an idea with retul planning Mr Drillor is set in the peer 2050 dovmivad and iry Mr Driller: Drill 

market assessment and prototyping in advance of cio nça Micm Ra | Tl Fou Drop on DSiWare” says = a.» 
À a — EP DE ara ida rito “We've never even thought ol that Toshizerwa. “T promise you Ri will - Mi 
full development. O ció a o a nel belore now,” cemiis Yoshizawo. become your pal for the rest oÉ your lite.” mm 
developed in secret, built up to a certain level Es 


a studio tor 
h fun 


belore they're shown to the managers of 
approval... 


from à mere dk 


games that might no! 


scription, but turn out to be su 


SON TELE 


ua) PlayStation! 


JN TTIE ay 
playable once vou get your hands on them. It's a fact 
that we re sure Namco's long-sermng producer Hideo 
Toshizerwa would agree with, alter th team behind 
1097's Konca surprised him with an idea involving 
lolling blocks of dirt and a litle guy with a dnill 
Developer: Names “Is not a rare occasion to unofficially start making 
a game with an instinctively thought-up idea and 
using a programmer that isnt busy” he 
cuclmits. “1 was cctually the memager at 
that time and, when 1 was walking through 
Nameco's offices, one ol the creators suddenly 
told me to try playing it. When 1 first serw it, | 
thought it was something similar to Tetris, but 
| soon became addicted to it - and the nex 
minute [ reclised that | had clready been 
playing for three hours. | became very excited 
and told the creator how brillicnt the idea 
was, and decided to produce it.” 
 Toshizawa first thought that Mr Driller was 
derivative of Tetris then he wasn't the only one. There 
are key similarities between the two games, not least 


Helegsed: 1999 

Formot Arcade 
PlayStation, Dreameast 
Publisher: Names 
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Hideo Toshizawa Producer 
Tasuhito Nagaoka Director 
Masanori Higashi Programmer 
Toshikazu Hato Programmer 
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lhe fact that both involve various angular shapes 
tolling from the top of the screen and linking together 
belore disappeaning. The big diflerence, of course, 
is that in Mr Driller 
themselves, but the poe: Ef. 


vou didn't control the blocks 







1I9DIFPETEDO 
BESC. BIRO 


C Ad aracter e in between 





them, with his dnill used to break a path through the | 

Hocka ta tha aniety he E Bin co EE scrora eo 8 The consola ports added q 

ini + LE SEEy MI TS DOSE EXPLLTLS, Time Aficck made that played a ET 
the development team's pentes lot more like traditional puzzles. 


À 








Love Mr Driller, H's one of 
those games you plory for a 
few minutes, onhy to find hours 
have shot past. That tense 
jegling when your air is low, 
and you'te frantically trying to 
reach an O2 tank, Brilliant. 







ur Pr 


Ploryed it on emulation and 
never really got it. 1 could get 
so for but ended up dying tor 
what seemed like untmimess. 


Loved the first game. The 
onhy wery to plery it is fast = with 
the à blocks chasing you all 
the wcry down! 


EMALDER, 

Mr Driller. probably one of 
my tervourite game frenchises 
of all time, and one of the how 
games that still makes the air 
tum blue every time 1 plery it. 
Sometimes the simplest ideas 
are tho best. 


Come to the game late 
— picked up DO version a few 
months back, Not bad, but a 
little overrated 1 feel. Simple 
concept, hat works well, with a 
good just one more go factor, 
but just missing something to 
mate it a timeloss classic. 





| picked up the GBC version 
a few months ago and was 
instantly hooked. Definitely up 
there with Tetris. 


I had the PlayStation demo, 
lt was pretty good, and, with 
the cption of both 500m and 
1000m, there was no need to 
buy the full game (though 1 
wanted to anyury). 
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BM Aher all these years vre still 
don't really undersiand the story od | 
Mr Drillar. What are all these things 
doing at the bottom cf the well? 





mM 
A FRA 


ns 
no 


a o 
pd tt, 
RE TA Cai 
Es e + 


(to 
TIMEIBONUS 


SUSUMU 
HERO 


E GIVEN THE cutesy appeal 
of Susumu Horis character 
design, we cant help but 
ask Yoshizawa why Namco 
has never expanded the Mr 
Driller universe into other 
types of games, particularhy 
mascot pletform games, in 
the same way developers 
have done with Pac-Man 

in the past. "IT would like 

to make one if | was given 
the opportunity to," he 
surprisingly reveals. "T 
actually have some ideas, 
such as making various 
vehicles move using the drill 
or flying through the skies 
by putting an airscrew on 
his dnill." Sounds good to us, 
Toshizawa-san. Please start 
making it now. 
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a was actually so lar away from Tetris 
sas that thoy werent even inspired by 
videogames at all. “The first triggers of the 
idea came from traditional games Japanese 
children play,” he ouílines. “One is called 'Bo- 
taoshi, where you make a pie in a sondbox 
and thrust a stick into the top oftit. Tou then take turns 
to prune away the sand Hom the pile and the one 
who makes the stick fell is the loser. Another is called 
“Shogi-kuzushi, where you make a pile of Japanese 
chess pieces and take turns taking the pieces one by 
one. Just like Bo-taoshi, the one that makes the pile 
lall loses. While watching these games, we thought it 
would be thrilling to actually be inside these games, 
with the sand or chess pieces felling in at you.” 

The team predicted, quite rightly, that trying to 
survive the Ea of being caught inside all of 
these falling blocks would be a rather thrilling one 
for the player. “We were thinking about these kinds 
of traditional games and imagining ourselves in a 
situation like an avalanche, where the way in which 
the pieces collapse com be estimated, but then when 
something unexpected 
DCcurs, salina this snowball effect fit very well 
with the puzzle game elements, and | fee! that il we 
were thinking of making a puzzle game from the 
hove brought up the 


it actually does collapse, 


beginning, then we wouldn't 


| idea of directly controlling a character.” 





HE DECEPTIVELY SIMPLE, Mr Driller's gameplay is 
about more than just drilling your way to the bottom. 
You have to take regular detours, for example, to 
fill up the main character's ever-dwindling oxygen 
supply while it's often necessary to keep track cf 
which colour blocks are around you. Il four of a kind 
join together, then they'll disappear and potentially 





rs 


j 
| 


AT FIRST IT WAS ENDLESS, 
BUT I FELI IT SHOULD 
HAVE A GREATER SENSE 
OF ACCOMPLISHMENT 


COCO oOOonoOnonRnnEaEnEnCEaE 
asno oa no aa nn ma 
Doom 
RREO AAA. 

nuno 


cause chain reactions as those blocks above them 
drop down. This cpens up pathways to the bottom, 
of course, but it also creates a huge risk, allowing 
other stray blocks to fall onto cur hero end crush 
him to death, Keep an eye on those coloured blocks, 
however, and you can cleverly predict which ones 
will stick together without disappearing end causing 
chaos, leaving you with a nice sale passage to 
climb down. 

Remembering all oí these elements and more is 
essential for score-attack players intent on reaching 
the bottom cf either q 300m or 1000m game with 
every extra life intact ond every single air capsule 
collected, And it s because of all these elements — the 
oxygen, the falling blocks, the unbreakable blocks 

that Mr Driler becomes such an addictive game, 
lts q balance that took cm cvtul lot of iteration to 
achieve, according to Yoshizawa. "Bt first the game 
was endless,” “but 1 felt it should have 
a greater sense ci accomplishment, so we made 
improvements that would perfect the game.” The 
team added a separation every 100 metres, in order 
to give the player a sense oÍ progress as well as to 
vory the arrangement of the game s elements. And 
after realising the unbreakable blocks could hat the 


he reveals, 








game (should the mein character become 
surrounded by them), the team allowed these 

blocks to be broken by five drill strikes at the cost 
of a small amount of oxygen. 

Yoshizawa mentions that each level of the well only 
ever uses either two or four different coloured blocks 
at once, and that experiments with other numbers 
wreaked havoc with the gameplay. “Iiwe made lhem 
live colours, ' he serys, then chains didn't occur often 
enough and it became difficult to make the blocks 
collapse. 50 we kept the number at four colours. Just 
as a test, we also made one mission that used only 
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: WHAT 
É. Ê THEY 
EEE SAID... 


e O alid 


No matter how 
much we want 
to knock Mr 
Driller, we just 
cant -— its so 
addictive that 
even il we failed 
to complete the 
5000m mode for 
the hundredth 
time, we d come 
back for more. 
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one colour, but they all disappeared with a single dig 
so we didn t use thot either. 

Iteration on lhe Mr Driller concept continued much 
longer tham anticipated, as location tests threw up 
problems with the game that Namco could not have 
predicted. “When we first tried the game out at the 
game centre, the goal of usual puzzle games, like 
Jetris, was to erase the blocks. So many players were 
trying to erase all of the blocks and not dig to the 
bottom. From there we had to make several revisions, 
such as adding panels that mention that players 
should dig to the bottom, making the remaining air 
glow light to warn players that they would suffocote 
without collecting enough air copsules. Alter all these 
revisions, players finally realised that the game's 
goal was to dig to the bottom.” 


BRE IF THE GAME of Mr Driller constontly evolved 
during the development process, then it might not be 
surprising to hear that the character of Mr Driller did 
too. In fact, even over q decade later, vou might not 
realize that the main character isnt called Mr Driller 
at all, but is actually named Susumu Hori, in reference 
to Taizo Hori, the main character cf Namco's other 
classic digging game, 1982'= Dig Dug. 

“There were varicus character designs along the 
way says Toshizawa. ' signs such as 
a tall character, a baby, and even an animal. But at 
one point, 


There were des 
the character became Susumu's design; 
when 1 sow only his face shown on the title screen | 
telt this was it. What was nice was that, if we were to 
put it in the arcade game at the time, looking at the 
character [ felta certain strange feeling because the 
picture was diflerent and would stand out, 1 telt that it 
was cetually more fun.” 

Belore the character o! Susumu was fully designed, 
Namco was in fact using the Taizo Horn sprite from 
Dig Dug os a placeholder in the prototype. “Along 
the way, Susumu's design was made, and he was 
supposed to be a young boy so he naturally became 
the son oí the main character in Dig Dug,” reveals 
Yoshizawa. lts a reference that goes over the 
heads of most ployers, but is one that Namco has 
nevertheless built upon over the years. Taizo Hori 
has appeared as a plovable character in the series 
since 2001's Mr Driller G, while Susumu returned the 
fovour by making a comeo in the 2005 DS game Dig 
Dug Digging Strike. 

Despite debuting just as the arcade scene was 
beginning to die oil, Mr Driller's mix ol puzzle and 
action mechanics made it a firm favourite with a 


Mr Driller's 
basic ideas 
evolved from 
the primitive- 
but-much- 
loved digging 
gameplay of 
Namco s 1982 


coin-op Dig Dug. 
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E Misa on air copsule in SN 
Mr Drilier and you might as 
well quit the level ond start again. 


certain type of gamer, ond home console ports 
quickly followed for Pley Station and Dreamcast, in 
adedition to PC, Game Boy Color and Wonderswan 
conversions. These initial ports concentrated on 


retaining the score-attack challenge that made the 
arcade original so compelling, but some of them 
clso added aq Time Attack mode that Yoshizawa 
personally oversaow. “To add that feature, we needed 
to make a fun stage structure with a certain fixed 
shape,” he explains. “We were able to make ten 
variety-rich stages... It's really fun to play.” 

Many sequels naturally followed over the next 11 
years, the best of which is surely the Japan-exclusive 
Mr Driler Drill Land, q theme park-structured 
GameCube game that enables you to play several 
different variations on the classic game, including 
one that even incorporates RPG elements and boss 
battles, It's a truly inspired example ol sequel design, 
but cone that Yoshizawa remains quite humble about, 
“When we develop a sequel, it is how we will 
introduce a new gaming experience to the basic 
system that is the main consideration. We can only 
add new features that con be enjoyed by everyone 
no matter their skill level," 

Toshizawa puts Mr Drillers enduring success 
down to the original ideas evergreen gameploy, 
which provides a slightly different experience every 
time and never grows boring. “Have you ever 
experienced being crushed just 20 metres belore 
the goal because you instinctively went to collect air 
thod you actually didnt need?” he asks. People that 
have experienced this will never be able to 
quit. This game has that kind of magie to it.” & 


Team Driller has |! e Ro 4 és dd 
rarely deviated Di VANANNA NARA RA RANA NARA 
from the JM 
Lriller template, 
but did make 

a cool arcade; 
iPhone spin-off 
in the form of 
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Publisher: 
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The world's mos Siro | TD ar 
console ports under the spo ght Ac: —Sama 


TEMPEST E 


ORIGINAL RELEASE coro: Ateri Vector Hardware cor: 1981 Culbiishor: Atari Vovelopor: n-house 









» ONE OF ATARI'S most original proved immensely popular thanks to lts block bitmaps the size of breezeblocks. 
“0 qnd challenging arcade shooters, combination of astriking visuals, originality Where this conversion really fails, 

Ram Tempest actually started life and cathartic gameplay. Owing to its however, is in its gameplay. Moving and 
mona E as a first-person spin on Space success, Atari put two conversions of the shooting feels extremely imprecise owing 
Invaders, titled Vortex, before its game into production: a version for the to a combination of bitmaps (even the inert 
creator, Dave Theurur, adapted it into 2600 and another for the 5200. But neither ones) constanthy flickering like the game 
the classic tube shooter' it became. reached beyond prototype stage before is running on hopes and prayers, and the 

The story goes that after Theurer getting cancelled, black and blue stripe design 


had finished an early build oÍ his 
sD Space Invaders project, senior 
management at Atari decided 
against the idea, It was then the 
Missile Command creator came 
back to them with an idea for an 
original game, the likes of which no 
one had ever seen belore. 

Coming to him in a dream, Theurer 
envisioned Tempest: a game in which 
players blasted abstract monsters while 
staring down a series of tunnels forming 


Though a prototype, and thereiore 
unfinished, the 2600 version recently 
appeared in the line-up of 
games on the Atari Greatest 
Hits Collection. À highly 

ambitious conversion, 
expecting the 2600 to 
cope with a frenetic into- 
the-screen vector arcade 
shooter like Tempest was far 
beyond optimistic,. Unable 
to create complex geometric 


on the pants failing to 
correspond with the actual 
channels that your ship 
stops at and shoots down 
as it moves around the 
playing field. 
A conversion that should 

never have been attempted, that 

Atari realised its mistake speaks 
volumes of how bad Tempest 

on the 2600 was shaping up to be. 
Remember, this is the same company 







different geometric shapes divided into vector shapes with any kind of clarity, as that signed off the console's Pac-Man port; 
channels. Essentially turning the concept you can clearly see, the best the poor 2600 its bar for quality was set so low that a 
of Space Invaders on its head by having could muster up was a single shape that game would have to be unthinkably bad not 
enemies come up from the ground, Tempest resembled a pair of underpants woven with to make it to shelves. 

ARCADE ATARI 2600 






À 


240 


EEE PErEEEEA EE PPEEEEEEEPEPESESERERE CONVERSION CATASTROPHE SEE EH 





Em ne FODE oCoOCRCRnooOoCeEaoProCocococoOcOCoRnnnnonnnononaEnaEnEm 
nana an mn 
= n 


To say that this conversion 15 
completely pemis 1s actually 
true on two levels. The | 
arcade game featured 16 different 
geometric stages to master; in this 
port you get just one — shape that 
resembles a pair of ugly-looking 
Yfronts. Ironic just isn't the word. 
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Amazingly, Atari managed 
e squeeze neculy all of 
£ enemy types into the 
2600 version, While they look like ia em 
indefinable blobs of ss faso dol= sido [0] 
act and attack in the same manner 
a er gds the original (sort of). 
Ss about the only impressive thing 
about this port. di 





SO | = 0 — 


conversion isnt how ugly t 
looks, or even how unresponsive 


K The worst thing about this 
the controls are, but how the thing 


| o peciruim 
E 1 E ias IS 1 É Conversion 
lavs. Shooting enemies is less abou ; | | | 
fui timing and precision comun ça a a a ams, which Was | Stagosrinaiy 
qnd more a case of blind luck, zithiul to the coin-op but did at least ofler a decent 
owing to the aiming channels not replica of its original gameplay 


241 










Bis 


CT aRam 


[2 


E EbaR m dm ERaE 
doi is = 


Mn 


PR Lich 


a ERRO DM PM im 
ja rÊ PEDdRDO MA Pr 


ua 
É: o ro 


lo 


O 
Ne E 
BEHIND THÉ SCENES 


SEGA RALLY 
CHAMPIONSHIP 


Tetsuva Mizuc 





gor Rel was s complete | tn ten months with 
12 people, lts sucessor, Sega Touring Cor 
Championship. was done in less than fre 


r o E | ' =— da 


00000 
a E 


10:00'00 — so, 





4 E) Mm 
a! oe (2 UR 


ichi might be best known for 
musically inclined titles lixe Space Channel 5 
and Rez, but the designer rose to fame thanks 
to a different kind of sound — the roar of an 
engine and a cry of Game Over, Yeeeeaah! 
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E Sega Rally was the first game lo 
hesture vanable handlizg based en 
the trpe ol surlace you were driving on. 


E IN THE 16 years since Sega Rally 






























Posted by; 

al Tiwas brilliant, proved by 
the fact that il's the only game 
that still exists in arcodes. 


Posted by: 

UNICRON 

dd Ahh, Sega Hal it was the 
first racing game | ever played 
that 1 enjoyed. | remember 
ruthlessly honing my dnfting 
skalls on the first track and 
finally unlocking the Lancia 
Stratos, one od the best cars 





in any racing game ever. | 

still hove it to this doy, and 

two weeks ago | got it out for 
my three-yecr-old boy to plery. 
Únce he got the hong of it he 
really enjoyed it too... start em 
young, and all that. 





mn Chompionship's release, the evolution cf d The reason | got a Saturn, 
EHHEH the racing genre has been explosive. The the reason that if my house was 
contrast between a racing game now and a racing on fire the only thing 1 would go 

o: GA TM h| game then is so enormous that evaluating the dagurdos back inside for ke you 
EN impact that Sega s once-dominant racing trilecta dardo May Pwo cars, free tracks (Lelceeicda 









ona USA 
on 


and Sega Rally 
could fill 
volumes. À quick recap reminds us thai 
ond thot 

esslul arcade game 


Virtua Fc Deoyt 


Cirior, 
3 


Championship - had the industry 


p ; Virtua 
pes Hocing brought the Runs 
USA (itself 
of all time) brought a leao adrenaline- 


charged racer with a distinctive soundtrack 


Deryt LENICI 


the most su 


I WAS YOUNG, WITH 





of the drih, 
lashion, offering a focused, minimal feature 
set that makes the racing games coÍ today 


but it did so in compelling 


BLSO NO FEAR, SO! 
SAID, "LET'S GO! 


Arcade, Sega Satum 


Cerro look excessivo to a ferult, 


sega AM-] 
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Born in an era ol arcade dominance, when 





videogame consoles were still playing second fidele 


doesn't count), no needless 
boring levels of detail, sublime 
handling, temtastic music, and 
the unrivalled pinnacla of just 
one more go to try and beat my 
time” racing. 
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di a fc tastic multipieyer competition. ui 

and fer ha tic Ea Ag competition Bui rr a ea 
To erlitr oras r Cestiveo JEF o] g af k er = : ' 

e far Som Pair vs cioste | NO EXPERIENCE, BUT da ep 

different. Not only did it usher in the era PloyStations because their 


racing game had more than 
two or three cars and three or 
jour tracks. fot | kopt playing 
Sega Rally through the entirety 
of the Satum's lifespem and 
beyond, while they got bored 





e ho da Echo Ham [ o SC Ê E 
' dd to the powerful coin-crunchers of the time, Sega Pia. EE co gu 
inicia pao dep ds e come ; arcade Teign. the quantity, Sega Rally had 
Kenji Sasaki Although t he balance of power would soon shift to lhe que; 
Director consoles, thanks to the emergent PlayStation, by 
Hyuichi Hattori the mid-Nineties Sega had ushered in the Golden E 
Lead programmer Age of arcade classics. If Sega's silver age was mater, 
iSega Satum version) represented by Hong-On, Afterburner and Space x Pis copio: De smegada 
Takenobu Mitsuyoshi can remember where the 


Harrier, then the ven juca of the new wave were 
scund composer 


surely Virtua Fighter 2, Daytona USA, Sega Rally and 


+ 


E Winning the roce in Workd Championship mode, which 
rar all three ervoilable tracks endo-end in ane siaged 
rally ever, opened vp Seo Reily'a fourh trock, Labeside, 


Virtual-On. [n terms oÍ racing, once past Sega Rally, 
cosionalhy CONTINUED >, 





arcade racing would only oc 


dyd 


hondbreak was actually 
helpful... drifting past your 
mates on the dual-screened 
arcade cabinets never got old. 
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Despite Mizuguchi's love ol techno 
musgo, he found il vasnt a sultable malch 
lar See Rally ond opled o go ler a 
“roclãer, tunkier soundtrack." 
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Nat duplicate, but not surpass the 


innovation and excitement of this 
on-and-ofl road drift king. 
Enter Tetsuya Mizuguchi, By the time he 
began to assemble the team that would 
create Sega Rally, he had only one project 
at Sega under his belt, the long-forgotten 
AS-1 "Motion Ride title Megalopolis, 
more of a Blade Hunner- 
inspired | Uis-movie-lheme- 
park-style ride than a proper 


itself 


game. Created with the help 
o! then-programmerinow film 
director Michuel Arias (who 


recently directed the onime hii 
lekkonkinkree!), 
hydreulic cobinetenclosure gere 
Mizuguehi he 
would need to envision the high- 
production aolÍ-road experience 


iMegaiopolis s 


the experience 


Producer 


his team would create flor Sega 
Hally. While Megalopolis was created by a 
E] fama k 


team ol only live pecple, including Mizuguchi 
ond Árias, the Sega Rally team would more 
than double in 
(although ly this time 


stad 
retumed to the 


|2-member 
had 


size to q 
Arias 
States to move into film production), 


MEGALOPOLIS PROVIDED A great deal 


more experience to the team than just an 
understanding ct arcade cabinets and hydraulie 
systems. It also marked the first project within 


Sega that specialised in the burgeoning beld cf 
CGI particularky textured CG graphics. Mizuguchi 
remembers: “That was so tough a project, because 
nobody knew about CGI. What is a digital movie? 
We learned a lot. At 


Sega there was no stafl like 


that specialised in it. All the staH at Sega, they just 
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wonted to make a game. But this was the first visual 


expression project for Re ' 

Alter the [Sega 
Megalopolis project was finished, Mizuguchi begem 
thinking next project. It wasn't until a 
trip to Sega's European offices that the kernel 
lor Sega Hally would be tormed. “Il wanted to 
make a racing gome,” Mizuguchi continues, "but 
[ had to think about what the concept 
would be, ond what the diilerences 
would be. [Km a trip to Europe] 1 met 


arcade centre] Joypolis-exclusive 


about His 


up with people from Sega Fromce, Sega 
Hely. | asked them - remember | was ca 
new face at the time, so | didn't know sc 
much clbout the industry at first — ig 
them flor their inspirations ana their 
opinions. What kind of game do vou 
want? What kind oí vision do you have? 
Most the 


ol people had complained 


sega headquarters that they only 
watched the American market, for 


example, things like Daytona. So Sega ol Europe 


pecple were complaining about this, but they didn't 
have the answers either, 

“So 1 was watching a TV 
channel, and 1 watched rally racing live. That was 
What iz 
this?" My original idea of rally racing was ofthe Faris 
to Dakar rally, with trucks, which is very dilerent. 
But the WRC [World Rally Chempionship] is 

vou con buy: Toyota, Lancia. 
cool stickers, 


program, a sports 


my first experience watching that, 1 said, 


raced 
using regular cars 
Many many cars, driving into cities 
and forests, there are many people on the side olthe 
road, including old people and young kids, 
male. was like a festival, so pessioncie, Then it 


female, 


occurred to me: Lets make a rally game. Daytona 
was limited to circuits 3. But with rally 
we could design many lemndscapes; nature, cities, 


rey circuits 


À Tale Of Iwo Packshots 


The deeper meaning behind SRC 's duelling covers 


2 TO THE AVERAGE consumer 
there s nothing distinctly 
noteworthy about Sega Hally 
Championship's cover art, apart 
irom some nice leyout and 
design, on either the original 
release or the repackaged 
XBAND-compatible Sega Rally 
Championship Plus. But closer 
inspection reveals a batile for 
more than just simple game 
package supremacy. 

In the original release on 
Sctum, Lancia s Delta Integrale 
is in the lead, but the Toyota 
Celica is hot on its heels. In the 
re-release, the Celica has 


dub 


just overtaken the Delta by a 
nose, signaling the shift in 
power from one manufacturer 
to the other, It wasn't just about 
giving each car its due; it was 
also about creating a bit of 
drama where there wasn't 

any previously. 

Sh producer Tetsuya 
Mizuguchi tells us: “The Lancia 
Delta was a former champion 
car, and the Toyota Celica was 
the new champion cer. But 
they never fought each other 
tor the championship, so it 
was a fantasy to have two real 
champion Ea fight in a virtual 


pá do 





Sega rally race. This was a 
This was paying 
ct to Lancia. The wery the 


covers are designed on the two 
versions, it shows a continuing 
story between these two cars.” 
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Sega s kind 
of scary. lhis 
SD should not 
be possible 
on Saturn. 
Imagine the 
arcade game 
at half the 
resolution and 
frame rate... 
add a touch 
ot pixelage 
and that's the 
Saturn version. 
And you 

have to buy 
Hally anyway, 
because you 
haven't lived 
until you hear 
Game Over, 
Yeah! 


UR 


SEGA RALLY CHAMPIONSHIP 
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desert. so we decided to make a rally 
That was the start. 


gqume, 


Despite the inspiration and unique angle 
on the racing genre, Sega management 
wasn't initiclly keen on the idea. hn fact, 
they rejected it. Sega HQ apparently felt 
that none of the arcade games that had previously 
touched upon the rally experience had ever been 
justify developing an expensive 
“They had] 
kind of a prejudic e against rally Cpo * Mizuguchi 
“Sure, many rally games existed, but every 
rally game was of the paola type, just set in 


WRC -style game, but 


big enough hits to 
then-generation arcade rally racer. 


exp! ams. 


the desert. [wanted to make à 
they didn't understand at all, 
the 


“So Imade à demo movie, which T think was 


tirst case it had been done in Sega. I made a three- 
minute movie, just an inage movie, compositing 


a real reaihy game, ralhy racing. And Kenji Sasaki, 
Sega Fiolly 
too, s0 1 in a composite mixture of desert, forest, 


8 director, he could make CGI movies 
jumps, sliding turns... very exciting. Then everybody 
chonged But 
there were many arguments; for example, there's 
vou think?” They 

No, no, no, let's make on oval rally course. Ithought 
we could make many, many stages — desert, city, 
lorest, mony colors, jumps, drifting, in rocky type 
environments. | telt | could make a very passionate 
new racing game, but it was a big batile. 


their expressions and said Hmm 


no oval So 1 said “what do soda 


ANOTHER MAJOR CHALLENGE & 
producer encountered was major resistance 
using licensed cars, now a given in any modern 
racing game. W nen vou consider that 
upcoming, ifour-vecrs-in-the-making Gran 
à purports to boast over q thousand cars, 
puts things in perspective when you consider Sega 
Hally's the 
Toyota Celica and the Lancia Delta Integrale. Bui 


Seg s young 


to 


Sony's 
turismo 
it recilly 


carefully selected two licensed rally cars 


the hill Mizuguchi had to climb wasn't only propped 
up by the bean-counters at Sega, who didn't went to 
incur the costs associated with licensing real-world 
properties; he also had to convince both Toyota and 
Lancia that this was something they'd want to be q 
part of. 

“1 decided to 
thing. 1 was young, with no experience, but also no 
gol and Imet with a Toyota PR 


visit Toyota, but this was q new 


fear, so | said Let's 
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1) Ok 5; 448 
alba, SMS 


manager. 1 was like a kid. I said, 1 went to 


make a rally game using your car. | 


to make a game using Toyota Celica and Lancia 


WEIImME 


Delta, because they were both chempion rally cars, 
there was no synchronization [between the two 
The Lancia Delta was 


champio m cor, and the Toyota Celica was the new 


manufacturers), a former 
champion car. But they never fought each other 
for the championship, so it was a fantasy 
fight in a virtual 


setung 
to have two real champion cars 
Sega rally race. 

so [| went to Torota. [| brought the demo on 
a video tape. They hated videogames, becquse 


until then they thought videogames were a lake 


business. No publicity, no PR, so they really hated 


the videogame industry. But I went there and 
brought the Sega Rally demo - the first JD demo 


with textures — and dA were so surprised. They 
said, 

Through some tactical meoneuvering, Mizuguchi 
able Toyota to 
with the project, provided that Lancia was also 
up tor the deal, Troveling to Italy with video torpe 
in honda, Mizuguchi went to Lancia ana pitched 
them on the idea. Lancia liked it end. 


o mus 
This is a game? 


WCLS to persuade sign on 


At the time, Sega Rally arcade units cost about as much as 
a real cor, and pel Sega sil sold eround 12,000 af them. The 
special DX units, wioch came equipped vnth rephoa Celica 
bodies, were only distributed to Sega's oem Jorpolis centres, 
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Have you heard Sega Rally's secret voice? 


signed up, aloving the producer to retum 
triumphantly to Toyota to tell them the good 
news. It was at this point that the Celica was now 
ready to join the Delta Integrale in virtual battle on 
Sega Rally s gritty courses, 

Interestingly, always 
Sega Fally. Original, Mizuguchi's 
idea and inspiration almost resulted in a rally 


Sega Rally wasn't 


envisioned as 
Fally, based on 


game called Racific Coast 


California's famous, winding drivers heaven 
called The Pacific Coast Highwcry (PCH for short). 


“T felt we should use that area, so we went to 





FREE PLAY 


SEA TODA 


One ol the arcade verslor's real 
innevotions, beyond al the hydraulics and 
widescreen monitors es the subyocier vi 
placed right bensath your tel, which would cameras lor designers to shoot textures. We took 
simulate lhe sound (and feel) of tiny stones tro weeks to tour Sn Luis Obispo, Death Valley 
rating off your undercarriage during drifis. ; j 


san Francisco with five or six people. We had 


and Mexico. That was fun; it was like a road movie 

tor a road-based videogame. 
We alwoys had our meetings 
in our car lt was an organic 
process discussing what Kind of 
stages to make, We had mary, 
many inspirations. 

T had experienced that area 
belore, but the voung designers 
ond artists didnt know about it, 

so | said, “Lets go. In discussing 
how the project changed from Facific 
Coast Rally to Sega 
Rally, Mizuguchi tells 
us that the key factor 























was using licensed 
cars. Puiting real- 
world rally cars in 
qn emaronment not 
known for reilly racing 
didn't make sense. 
So the team opted 
to create locations 
that looked more 
appropriate, 
evoking a more 
European setting, 
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although the game's forest stage was actually 
modelled after California. 
But what is it that sets Sega Raily apart? What is it 


about this particular game that launched countless 


would-be rally kings like Colin McRae, Whaly, World 





Fally Championship and, ironically even Sega's 
multi-platform updates to their 


series" Sega Rally innovated on numerous levels. It 


JN IL subsequer n 


was one of the first big racing games to actually use 
iwasalsoone ol the first racing games 
to introduce dnfting physics on multiple ground 
surtaces, including dirt and tarmac. It deviated from 
the typical formula of oflering oval tracks, instead 


licensed cars 


segmented courses, 
Sega Hally is 
also famous for its co-pilot (voiced by a Sega Rail; 


creating a series of sim-like 
each walk its own characteristics. 


= 


dev team member), who, amusingly, prepares you 
tor upcoming road conditions by uttering phrases 
such as Easy right, maybe! Sega Hally was also 
quite difficult to complete, with tight time limits 
separating checkpoints. Not only was it tough to 
complete each stage within the allotted times, it was 
also of paramount importance to advance a certain 
number of places in the pack in order to come in 
first at race 's end. 


ENCOUNTERING OFPOSING CARS is also 
a rarity unlke games like Daytona USA, where 
the pleryer is always in the thick ol it. lhe most 
significant factor, and one that points to the game's 
arcade ongins, is that Sega Hally. irom start to 
finish, lasted on average less than five minutes, 
Consider that! Tell any gamer weaned on today's 
feature-rich game content that there's this greal 
racing game that's over in less than five minutes; 
nhe'd ask whether it's a free Flash game or a joke. 
But that's the length ol a Sega Rally race, if not the 
Sega Hally experience, 

Às with most of Sega's arcade-to-console ports, 
the Sega Saturn port of Sega Rally ollered minimal 
Championship mode and 
Practice mode. Relying on its trend-setting controls, 


features beyond its 


near-perfect difficulty curve and expertly designed 
courses, Sega Holly cflered the perfect combination 
cf ingredients for gamers to continually replay the 
game, master their technique, shaving precious 
seconds off their time. 

Even the experience of dosing' in Sega Hailly 
is fomocus, thonks to the distinctive Come Over, 
feahhhhh! 
up. That line, Mizuguchi tells us, was the idea 
ot Sega hHaily composer Takenobu Mitsuyoshi, 
the mm who brought the world the impossibly 
enthusiastic Daytona USA songs Let's Go Awory' and 
Sky High. 


fingle that pleys when your time is 


THE ONE ACE up the Sat 
that didnt exist in the arcade version was the 
inclusion of the fomous Lancia Stratos. Mizuguchi 
recalls, “In the Seventies, this was the monster 
champion car. 's so nice. The Lancia Stratos was 
bike a super-supercar. À was a classic, but everyone 
in Japan and Europe knew it. In Japan when Iwas a 


tum versions sleeve 


kid, there was a supercar boom, and everyone 
had rubber erasers shaped like cars. All the 


kids had many rubber cors, and everyone 






knew about this car, the nome, tha detail, So 
we wanted to put a big surprise in the Satum 
version, | remember I put the Loncia Stratos' 
name in the last spot in the credits roll. The 
car was like an actor appearing in the game: 
Storrnng the Toyota Celica, Lancia Delta 
Integrale, aagacacandthe LANCIASTRATOS 

What? And 
time vou played you could select the 


Drama! Everyone was like 
lhe nexi 
Lancia Stratos.” 

In the end, after all the trials and tribulations, 
ond an incredibly short ten-month development 
time, Sega rolled out over 12,000 units of the arcade 
version of the now-legendary Sega Hally (which 
recently appeared in its original form as a bonus 
disc on P32, bundled with the newer but decidedly 
generic Sega Haily 2006) to arcade owners around 
the world. Sold as individual arcade units, in hecial- 
to-head “Twin competition configurations, and 
ven in incredibly rare, Joypolis-onhy DX editions 
(complete with sitin car), Sega Rally provided its 
perent company not only with cnother cuiting-edge 
racing game to add to its stable, but also provided 

ledgling Sega Satum with cnother exclusive 
killer app. It also established the reputation ol 
Jetsuya Mizuguchi, who would go on to revolutionize 


to get a feel tor how they reclhy handled. Producer Teiguya 
Mizuguchi even wrecked a Toyota Calica for his eltorts. 


MY ORIGINAL IDEA OF' 
RALLY RACING WAS PARIS 


SEGA RALLY CHAMPIONSHIP :::::::::: 


The Sega Rally team went out and drove real rally cara 





another genre the music 
with Space Channel 5 and Rez. 


While countless racing games have gone off-road 


and kick-starl 
game 


since, including Sony's Gran Turismo series, which 
eventually included rally racing as an additional 
mode, few have ever approached Sega HRally's 
pure, near-perlect racing package. Furthermore, 
as modern gamers demand quantity in addition to 
quality, it's doubtless we'll ever see the likes of a 
sega Rally again. 's a game from a different era, 
and even Sega's own altempts to bring the series 
up to speed with modem expectations have seen 
the franchise lose a bit ol what made it so special 
in the first place. But maybe, with Sega's focus 
on bringing arcade-pertect ports of older Moclel 2 
games to XELA and PEN, we will have a chance of 
hurting through the dunes in a Toyota Celica 

or Lancia Delta Integrale once again. 
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Ve love the gun to get back together ond | 
create Pacific Coost Rally, the original idea 
behind what weuld become Sega Rally. 
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Looking back over the past few decades, it's 
amazing to see how our beloved pastime has 
evolved from a humble bedroom hobby to a 
multi rmilion-pound industry to rival Hollywood in terms of 
revenue. Predictably, other aspects ol the business have 
also matured, including the process cf wmiting about 
games. Às each generation of hardware has come ana 
gone, so too have couniless magazines, each serving as 
a vited line cf communication between developers and 
the people who ultimately pay their wages. 
The magazine vou hold in your hands is a direc! 
result of years of journalistic evolution, the most 
siqnifcont period of which is the late-Eighties to early- 


Ninetlas. Often referred to as the Golden Era' of games 


O 


jpumalism, this wos a time when B-bit gaming was 
amazingly popular and the rapidky emerging 1e-bil 
technology was helping to develop some iconic bronds 
on a par with the likes o! Disney 

Getting a job on a videcgame magazine during this 
period wecrs more a question of luck them anything else, 
but talent and perseverance helped. “Alter winning 
Computer & Video Games magazine s National Arcade 
Chompionships cmd racking up some pretty monstrous 
record scores on games like Defender, Asterolds cnd 
Missile Commana, [ thought Td try to capitalise on 
my success by writing hints-cnd-tips articles, says 
Julicn faz” Rignall, the mem behind meny of publishing 
company EMAP's fondly remembered 
game maas. | got hem published in 


several magazines, including C&VG 


ma Fersonal Computer Games. In 
eartiy-1985 Newsheld Publications was 
about to launch ze! 64, a companion 
to its successful ZH Spectrum 
magazine, Crash. The firm was looking 
to give the magazine some street cred 
and thought it would be a good idea to 


hire “real” games players as reviewets, 


FT Glancey successlully pled 
his trade at EMAP till the 

mid-Nineties when he 
crraracrar the lemnch cí the nas equally positive memories. 


to more tomous talent, About six months before | aid 
my A-Levels, 1 started to send oi sample reviews to the 
likes of Newsfield and EMAP and got precisely zero 





s Richard Leadbetter. “Then, all cf a 
sudden, about a week belore my linal exam, Ihad a 


response, recal 


call from Julian asking me to come in to interview. About 
six weeks after the interview, | got some freelance 
work ond within 48 hours Td been offered a lull-tims 
job.” It's herd to imagine many publishers adopting 
such qn approach today, but it worked. "Rignall's 
recruitment procedure was pretty foclprecf: ignore 
all qualfications, read the work, get them in and ses 
how much they know about gumes,” says Leadbetter, 
who went on to edit Mean Machines, Sega Saturn 


Magazine and Mazimum, 
e 


[t's not just the enrolment procedure that is 
different Tom medem techniques; the work ethics ol 
lhe early-Ninesties were also somewhal unorthodox. 
"Basically we were incredibly unprofessional, but there 
was method in the madness,” recalls Leadbetter. "We 
had a huge lenzine-type atmosphere in ihe office ond 
in the wcry we went about our business. Entire weeks ol 
the schedule could be lost playing Street Pighter Tor 
Super Mario Kart, or disappearing down to Tottenham 
Court Road becquse we d heard a new coin-op was 
om test. The Mean Machines office was exocthy Cs you 
would imagine: it was a fantastic place 
to work, ond this way of doing things 
was fine so long as we hit deadline, 
which, by and large, we did. So it was 
al a combination of working hard and 
pleying hard, realy end it was all 
reflected in the stuf we used to put out. 
É we werent putting all that time into 
pierying games, the mags woudnt have 
been as good as they were.” Rignall 


rather than leverage traditional excellent MegaTech. He then “We had an absolutely killer team,” 
journalists like those staffing most moved into garme design he reveals, “ond we put together a 


games magazines at the time. Thanks 
to my high-scoring notoriety and the imo Ex be 
fact that | was writing articles for his x 
old magazine, | was cone of the people toe up the 


hired, along with Gary Penn.” position 


Ol senior 


A 


producer 
ond loter 
croatod 
fÁce before ending up at Scettish Sol 


Penn, who went on to write for the 


highly respected multilormat magazine 


developer Genk admits that his Secana, 
introduction to the world of videogame 

journalism was swift. One minute [was 

sitting at home playing end sometimes making games 
ema the next [was integral to the leunch of a radically 
dilterent new magazine, "he begins. 

“Thenkiully 1 hod en unperalleled knowledge ond 
arppreciation of gomes, a heclthy enthusiasm, the ability 
to ploy cond write about games, a dash ol creatinity 
end enough binding arrogance,” 4zap! b4s use dl 
qgomers' rather them traditional journabists was a bola 
move, but it proved to be a turning point in the history 
of UR game magazines, Rignal!l eventually left to join 
EMAP and edit C&VG - easily the biggest multiiormal 
monthhy of the era = where he in turn opened the door 


and got a job as a game 
evoluator with Eidos belore 


Lrteron o 





magazine that was much loved by its 
readers, thanks to the fact that it didn't 
pull any punches” recalls Rignall, 
Indeed, we deliberately tried to punch 
as hard as we could,” 

Around the same time that Rignall 
qnd his teem were pushing the 
ope at EMAP a freshfaced Stuart 


Compbel was plying his trade at the 
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immensely popular Amiga Power. He 
shares similarly positive recollections 
ol this time period. “We were working 
incredibiy long hours and loving à,” he recalls. "When | 
sterted on Amiga Power in 1991, Iywas on a nidiculously 
low wage = £8,000 a year fl remember righily. But we'd 
Tegularky put im 16-hour days voluntarily becquse the 
job was so much fun. The corporate culture of those 
doys is unrecognisable compared with what | hear 
about from tull-time stoffers today there was lar more 
eregtive and operational freedom back then, We were 
pretty much given tha equipment and left to get on with 
it, ond 1 think that shows in the diverse character of the 
magazines of the time, Lhey werent all good, but they 
sure as hell weren't all the same.” 
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sis MOU Eira nana nana entres THE GOLDEN AGE OF VIDEOGAMES JQUENALISM “st: 


WHERE ARE 
THEY NOW? 
STUART CAMPBELL 


As well as being ranked 
as “the country's top 
gut RIEy Li] computer 
and videogames” (Mi red, 
com), Compbell was also 
development memnager aí 
Sensib! Ha Sol euraIt =. duri LEU] 
[594 ano 
1995, He 
continues 
to arTita 
Ireslonce 
endeven 
contributes 
top-noten 
content 
lor 
us. 











WHERE ARE 
THEY NOW? 
PAUL DAVIES 


Alter being unceremoniously 
ditched as C& Vis editor alter 
the fotal redesign of 1999, 
which eventualhy killad the 
magazine, Dovies moved 
into freelance and has since 
gstalbilishe-l Unilikely Haro, a 
company that 
provides 
cquality 
content 








to a mide 
range 
cf sites, 
includino 


GM. 





E Nothing lasts forever, and while this period 


nm 
= Es 
uses Cí unbridled passion for videogames helped 


lrunch the careers ol many budding journalists, 
the middle of the decade brought mth it a radical 
change in outlook. Sony PlayStation launched and 


suddenly the light-hearted and irreverent tone of most 


AS IHE AUDIENCE HAS 
GOT OLDER, THE MOST 


magazines didn't seem to fit in with the new 
cool attitude sweeping through the industr: 
This change is being felt even today end as a 
result the average videogame publication is 
almost unrecognisable when compared with 
the likes of Zz0p! 64 or Mean Machines. "As 
vocal 
elements cf it hove become far more cynical, 
end, uniortunately, 


the qudience has got older, the mosl 


writers have become 
accustomed to accommodating that qudlence, 
especially in the digital age when everyone has en 


] np Fa T F 
opinion and a means to voice it,” explains Leadbetter. 


BM “Journalists 


without being accused 


cemt chempion a game any more 
o! having qn agenda, H's 
rather sad, but in some senses its the culmination 
ot big business taking over the lions shore of game 
journalism, end fer too many dodgy review scores 
being doled cout in exchange for exclusive coverage. 
For us, editorial was never, ever compromised due to 

aicvertising concerns. To ilustrate, 
a particularhy odious FR 













man tried to pressure Jaz into giving a game a perticular 
score. Às soon as he got over the shock of what this guy 
was trying to do, Jaz literalhky threw him out of the door 
and told him never to come back.” Bmil Devies, who 
worked under the tutorage of Rignall and Leadbetter 


on EMAP's magazines, belore eventually rising to 


VOCAL HAVE BECOME 
FAR MORE CYNICAL 





edit C&VG during what was arguably its best 

era in the mid-Nineties, experienced this change 
first hand. “Games magazines hove become more 
professional in cutlook and [ respect that things are 
better organised and targeted' at certain qudiences, ' 
he comments. "However lhe best ine teams 
of the Ninetias were recruited like rock bands or 
sports tecms, everything had to click ond 1 think this 
came across on the page. seems to me that most cl 


sapped from today s 


TINA La Jaz 


the sincerity md fun has been 
magazines becouse it's all about the big-money titles 
keeping the world turning, but this 
Tellects the entire industry not 
just the magazines. 

So, if the industry has 
resulted in 
a better stondard ol writing" 


evolved, has this 





“Yeah, it definitely has, although it does depend on your 
definition of the term,” states Rignall. “Magazines are 
all grown up and professional these derys. But that also 
mec that you don't see the kind of no-holds-harred 
crazy bullshit that we produced back in the day. You 
Back 
then, we didn't really care about ollending advertisers. 
To us, being credible and writing whot we thought were 
honest opinions — and pushing the boundaries of wheort 


do see it on the web, ves, but not in magazines. 


was tasteful and appropriate for videogame journaliam 
— was al-important. Nowadays, there cre far more 
considerations, people hold back a lot more end there 
is a lot less cutright humour — perhaps because people 
are worned about triviclising what they're writing about, 
which might anger or ollend the game companies. We 
never had those hemg-ups. Whal we created might not 
journalism, 


a more soul and was definitely a 


here been as technically good as todey's 
but 1 think it had a litile 
lot more entertaining end fun, 


HE Whils the 
print media these days, Campbell isnt so sure that 
cverall queolity has improved, T think the likes ot Cresh, 
oincioir User, Zero ond most of the Ââmiga and 5T 
magazines were aimed at q considerably older and 


fun aspect is clten missing from 


less stupid reader than the idiot 14-year-old tomboys 
who seem to be todory's 
ot the overwhelming amount ot print games journalism 
it s either ignorant 


target qudience. The standard 


| read now is absolutely appalling 
end totally cretinous icux-juvenile drivel with no value 
on any level, or so far up its ovm fundament with empty 
meaningless pretension that | have to read k in the 
bathroom, because there s nothing in there that | can 
break when 1 hur! the magazine at the wall in violent 
contempt. That was olten true in previous generation, 
ct course, but | think the good stufl is much rarer and 
harder to find now.” 

As games have become more technically advanced, 
we've also experienced a change in the depth cf the 
coverage videogame. Has this increased complexity 
job more difficult? “Not at all. For 
the vast majority of games it's just the same now as 
it was before,” replies Rignall "1 atil believe that dl 
vou Te qn experienced reviewer you can tell almost 


made a reviewer's 


immediately whether or not a game is any good. The 
absolute fundementals ol a game are still pretty much 
they were back then. They might 
heve better cosmetics, more levels ond so on, but it 


the SETE DNF CI 


WHERE ARE 
THEY NOW? 


RICHARD LEADBETTER 
Since lecrving EMAP 


Leadbeller helped establish 
the UK operation of publisher 
Computec qnd now runs his 
cum high-definition studio 
colled Digital Foundry, which 
provides cuiting-edge assets 
to q wide range of clients in 
the videogame industry. 

Ha has 
continued 
to writa, 
ond hos 











perned 
fectures 
for 
website 
Eurogamer. 








the game 
cem get a lee! for 


still ultimately comes down to whether or not 


is fun, ema fun is something that you c 
the second you start pleving. Some journaliats leel they 
zon only offer an opinion alter they “ve played the game 
al the woy through, like il's their duty to the game to 
see 100) per cent of it before baing able to ollgr em 
opinion. Personalhy, [never had the patience lor that. É 
Cm not herving fun, DO stop and go and play something 
ihet's tun all the way through. | quess the difference 
is that | review the experience the game gives, end 
some people review the entire game. I's a subile bul 
importomt cistinction: neither is right nor wrong, they 
are just different styles of reviewing.* 

Penn concurs: “You could argue that a game thai 
requires perseverance doesnt deserve perseverance, 


A film might require a minimum cf a single viewing to 


how il 
ends. An album doesn't necessarily need to be heard all 
the way through, but it's only cm hour long, so why not? 


appreciate it - well, you at least need to know 


A book can take longer to read, but surely it shouldn' 


be so fragile as to be dependent on its ending, there 
should be sullicient richness throughout, 

However, Davies doesn't envy the task facing today 's 
videogame journalists. “I just don't think it's possible 
lor reviewels to be thorough with their reviews with the 
epic titles that are now being created," he says. “Even 
something like Street Fighter IV requires such expert 
kncwledge because lhere's so much history behind it, 
ond the need to provide a definitiva answer. Or a game 


such as Last Remnant, quite possibly a rewarding 















DIDUMER DOADA EMA ERRA ORA AA 
DECEMBER 1989 


SEA POWER/ 
3: THE SEGA MAG 


DRA DME DORA DDR ROO OR DR OR 


OCTOBER 1990 
MEAN MACHINES 











BORAEODR ERRADO RD DOM RAR RO 


SUMMER 1989 


ELECTRONIC GAMING 
MONTHLY 





DOAR RREO DOER PROD DR RO ROD 


OCTOBER 1987 
THE GAMES MACHINE 





BODOARDENE ODOR DOOR DDR 


OCTOBER 1987 
ACE 


BODE DDD PRO DOR ROO OR RODO ODOR O 


JUNE 1986 
FAMITSU 


DERROANAD DERAM RODO RODO 


[JANUARY 1986 
LAIR 


ODE VA DOADA DAMA 
NOVEMBER 1981 
COMPUTER & 

VIDEO (3 AMES 


DERRADEIRA RAD OD 


FEBRUARY 1984 
CRASH 


DON ORD RODANDO DDD DO DR DARDO 


APRIL 1984 





MAY 1991 
AMIGA POWER 


TOUR SINO. 








f Era folia Cad 
Phu dt) 








250 dal 


nn 
nn 
EEE] 
EEE] 
DRE 





experisnce in the long-run but reviewers had 
to recct to the presentation 


E 
EE 
LEE 
nnam 
pisado on 
who s going to spend 40 hours getting to the end to see 
1 it chonges your life?” 
Advoncements of gaming design and the maturing 
of the core qudiance aside, the biggest re band in the 


shortcomings and 


these as fundamental foults, because 


realm of journalism over the past decade has been the 


arrival of the intemet. Gone are the days when a point 
magazine could confidently cleim it had the 'scoop' on 
a particular news story; the instant nature of internet- 
based publishing means that as soon as the news is out 
there, it's ccessible. 


recalls 
uired a lot oi leg-work, phomng people 


“Exclusives were exclusives back im the day” 
Ficnall, 
up. developing and cultivating relationships to get 
them, but once we 


“Hreg 


& had an exclusive secured, it was 
ours. These days, ihotile to the web, virtually nothir 

is exclusive, or at least not for longer then a few Arts 
and that definitely makes it tougher to stand out.” 
Leadbetter expands on this. 

Interms ol getting stories, the Jack of the internet as a 
medium meant that we tended to get all the information 
firsthand from the people who really mattered in the 
“Press releases as such didn't 


industry” he explains. 


really oa Om the rare occasions they did tum 


up, we threw them in the Ein — they'd be writing about 


WHERE ARE 
THEY NOW? 
JULIAN RIGNALL 


Alter a stint al Virogin 
Interactive, Rignall has 
worked for a wide range of 
companies Stoteside and 
helped found IGN in 
dy. He's now 
back in 
videogame 
journalism es 
VP of content 
on US magazine 
GamePro. 
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gomes we'd already plaved. Pd the vast 
majority oi cases, the internet hos probably generated 
more lazy wnting rather them “easy 


“hn the 


say that, in 


journalism * Penn 
QgToes. the internet, 
people and you knew shit," 


to know everyone and everything, 


deoys betore vou knew 
he says. “You just had 
who did what and 


when. lhere were no short culs. 


BEBE One oí 


internet provides is the ability to contact 


that the 
people in 


the most valuabls 'short cuts' 


than relying on the 
telephone or face-to-face meetings. “Back in the doy, 


wide range of ways, rather 
vou seemed to spend most ol your lie on lhe phone to 
PRs or rasas instead oÍ just dropping emails and 
recalls Les Ellis, stahwort of Sega 
Fro, Gamesmaster and C&VG. This personal touch 


instant messages, 


connection would often Hourish 
Nie had closer reletionships 


mem thai a tighte: 
between the two parties. ' 
with the Uk-bas 
indormation regarding future releases,” remembers 


Domvies. “We would plkem months in advance, then 


ecl PR people, and would be trusted with 





follow up on developments by telephone or in ihe pub." 
Journalists 


It CO 


would also have to try a lot harder when 
“We had to 
full of 


continues Demvies, “I 
on QD, 


me to securing valuable assets, too, 


2 like Olympic athletes, corrying around bags 
Iyers qnd promotional items,” 
was a revelation when we started to get assets 
let alone via email,” 


Obtaining 





information Tom overseas was also a 


challenge. “We used to spend a fortune every month 
getting the Japanese mags translated tor stories, 
Decon Mortlock, ex-editor of Sega Power. 


though, cmd there wos always an enormous amount 


sCIys 
“K was tum 


eaking in some exclusive shots 
ot the twelth hour” Speaking of screenshots, Ellis 
paintuly recalls the dos 
and online data transter become commonplace, 


of satistachon from sne 
before powerful computers 


“Storing assets was more important then as you 
couldn't just fre up Google and find a screenshot, * 
he recalls. However, the vast amcunt of information 
ovallable online these deys con be a double-edged 
“You now have a lot 


sword. ' more at your fingertips, 


but you also face a lot of issues with whether the 


information out there is accurate or not,” Ellis sorys. 


MM Given the tosls available to modem writers, hos 
the online age brought with it a rise in quality? "Overall, 
the internet's definitely been good for stemdards, 
because enyone who's good com sell-publish ema build 
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THEY NOW? 
LES ELLIS 

Ellis had been working on 

W L cl E pé MAs Mm o CHANGE 

lar more than a decade 
belore he decided to make 
the jump into the big wide 
word ol making games, 
rather than writing about 
them. Currently employed 
as production director cr 
Eclipse Interactive, Ellis 

hos oversesn projecta 
involving such major 
intelectual properties as 
The Lord Of The Rings 

and Pirates Cf The 
Coribbean. 


E E orby putting together a 
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an qudience by word ol mouth, improving as they go, 
until they recch a point where they either get paid work 
or start making money irom their oun website, 
Compbell. “The drawback is having to wade through 
cm orwtul lot of crap belore you find the good stuf, but 
there s plenty of it out 
out that something is just a glossy collection ol press 
Telease rewrtites and publisher-mouthpiece bullshit, 
It's clear that the ar 
o the harsh conditions being experienced by 
pin media, but the mainstream adoption ol 
gaming as a hobby has presented other issues 


to contend with. 


sicrias 


there qnd it doesn t cost Eb to fina 


rival otthe internet has contributed 


“Time was when Zzap! 64 was 
lighting Commodore User to get the scoop, 
w and build the bigges 
says Foul Gloncey another Zzap! 64 
and EMAP veteran, 


Interactive. "Now the whole business has gone 


write the definitive revie 
TO dr 
F Pd 5 
who now works for Disney 
mainstream, youre up against the games 


column in FAM 


have more competition from the popular press, you Te 
clso working with top-Dight PR staff from vast publicly 


fand Time Magazine. Not only do you 


ouned entertainment corporations. It's not like you're 
on the phene to a guy who runs s odi cassettes in his 
bedroom emy more,” 

The internet has also revolutionised the wery in which 
new talent enters the videogame journalism arena. 
k gives writers a platform to produce and promote 
their work, qnd as en entry point into the industry À 
is simply essential. Now, anyone can have a crack 
at game journalism,” comments former Computer & 
Video Cromes staiter Rob Smam. “There are so many 
avenues of approach cnline that the proverbial door 


has been smashed clean of ils “ Indeed, it hos 


never been ecisler to get q foothold i in the industry, il 


that's your aim. The femzines of the early-Ninetiss - so 
oten a vital plattorm upon which prospective writers 
could showcase their talents - have been replaced by 


blogs and fan sites. 
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JOURNALISM 


WHERE ARE 
THEY NOW? 
ROB SWAN 


Another convert from 
journalism to game design, 
CAVE veteran eSrcar now 
makes games lor a living at 
Mnesmonio Srgoi where 
he's employed as lacid crtist/ 
designer. a np 
several mobilo qumos 
incluir | 

aglonicushy 
adadictivo 
mobile 
por ol 
Worms, 





However, in ditching paper ana Pritt-stick tor HIML 
ema Flesh 
ellective, 


coding, the 
“Blmost everything 1 read about videogames 


impact is arguably far more 


days is 
difficult to tell the professiona! sites Irom the lom sites, * 


these the internet md it con be pretty 


comments Glancey. “f 1 was 18 again that would 
definitely be my shot at getting into this business.” 
Hs clear that the journalists ol the past 1 


had a fisld dey had they been given the apparatus 


rould have 


GENERATED MORE 


LAZY WRITING THAN 
EASY JOURNALISM 





of the online age. "Now is an unprecedented 
says Penn. "The 


are broader, cheaper, more accessible and more 


time,” mens cl expression 
usable thom ever before. Not only can you do anything 
in any media, you can also be seen and appreciated 
by the world. 1 envy anyone who has the time amd 
energy to exploit that.” 
However, although it's easie find route into 
videogame journalism, does it necessarily mean that 
we ll be seeing people enter the industry who might not 
have been given the chance 15 or 20 years ago? “Great 
journalists are still great journalists,” scrys Rignedl, “All 
the internet has done is give m entry point to emy 
hopeful person who wants to be q game reviawer 
- good, bad cr indifferent, At the end cf the day, whether 
vou were working in the Eighies working 
now, the plentiela is lorgely the some for everyone, ema 


success still comes down to using talent and creativity 


most B 


or You re 


to leverage whatever s out there in the 


interesting md innovative way. 


das 





The iPhone Book vol 1 
Whether you are new to the 
iPhone or have had one for awhil, 
The iPhone Book is the ultimate 
resource for getting the very best 
from your Apple device. 

SRP: £9.99 








iPhone for Beginners 
Everything you need to getstarted 
on your iPhone. With step-by-step 
tutorials, the 100 essential apps and 
a troubleshooting guide, this is a 
must-have for iPhone owners. 

SRP: £9.99 


Prices may vary, stocks are limited and shipping prices vary 
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iPhone App Directory vol 7 


The latest collection ofiPhone apps 


are reviewed right here, including the 
very best available for iPhone 4.0, 
with every single App Store category 
featured inside. 

SRP: £9.99 


The iPad Book 

The ultimate guide to iPad and iPad 2, 
this comprehensive book brings you a 
wealth of productivtty. entertainment 
and lifestyle tips, along with allthe top 
apps to download, 

SRP: £9.99 
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Mac for Beginners 2011 
Starting with the basies, this 
essential guide will teach you how 
to master allaspects of switching to 
Mac including OS X. Snow Leopard, 
Mail and Safari. 

SRP: E12.99 
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om book vol 1 py 


With fantastic shooting ideas and 
awide variety of practical tips. 
this tome is the only resource for 
digital photographers. 

SRP: 12.99 


Retro Gamer Collection vol 5 
Anunmissable selection ofin-depth 
articlas featuring timeless games 
and hardware. From Zelda to 
Asteroids, this book covers alithe 
classic games from days gone by. 
SRP: EQOO 





iPhone Tips, Tricks, Apps 
& Hacks vol 4 

Step-by-step tutorials and in-depth 
features covering the secrets of the 
iPhone and the ultimate jailbreaking 
guide make this a must-own book. 
SRP: £9.99 
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Image editing + Digital art « Tool quides 


Photoshop C55 Genius Guide 
Over 200 pages packed full of advice 
for Photoshop CS5 users, including 
tool guides, step-by-step workshops 
and afree CD withover BO minutes of 
topvideo tutorials. 

SRP: E12.99 








3D Art & Design vol 2 

Covering characters, environments, 
architecture andtransport, there is 
something Tor everyone interested in 
3D design in this book. Become a 3D 
master in no time at all... 

SRP: £14.99 
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Photoshop Creative 
Collection vol 7 

This latest addition to the Photoshop 
Collection includes excellent guides 
to improve your image editing skills 
whether you're a beginner or expert. 
SRP: £14.99 





The Outdoor 

Book 
Enhance your photography 
techniques and eam a range ofbrand 
new skills with this essential guide to 
outdoor shooting. 
SRP: E12.99 
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Feed your mind and fuel your 
imagination with this amazing guide 
to space and the universe from 
How It Works magazine. 

SRP: £9.99 


S best cre ative bookazines 
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Web Design 6 

Theultimate guide to creative 
cutting-edge web design. Discover 
how to produce next-generation web 
design projects using some ofthe 
hottesttechnologies... 

SRP: £14.99 
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How It Works Book of 
Amazing Technology 
Taking a look into the workings of 
some of the hottest gadgets and 
everyday appliances, this is the 
perfect guide for alltech-lovers. 


SRP: EO.99 








xã0s SHERE 


Cotta ar besci = Deetanddeso ba rócoriaad + Arrriaorriço dear hrnárpuaes 


The Mac Book vol 6 Revised 
256 pages of practical arvl creative 
tutorials and in-depth features that 
willtake you through allareas of 
US x, Life, NVork, Mac App Store 
and third-party applications. 

SRP: E12.99 
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Classic Videogames Retro Volume 3 games" eMag voll Retro Gamer DVD vol 2 


Hardware Genius Guide In this 256-page anthology, Bringing youthefirst50issuesof | Z5classic issues of Retro Gamer 
eBook Volume 1 games"" speaks to the games'“ononeinteractivedisc, | ononeinteractive disc. Over 
lfyou missed the print version of developers of your favourite this eMag contains over 4,500 2,500 pages of retro gaming 

this book, you cannow downloadit games and unearths fascinating pages of great gaming content goodness packed with other free 
in digital form from Amazon. stories from the industry's past. just waiting for you. rareretro goodies. 

SRP: £5.81 SRP: £9.99 SRP: £9.99 SRP: £19.99 
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Retro Gamer Collection Retro Gamer Collection Retro Gamer Collection Retro Gamer Collection 
volume 2 volume 3 volume 4 volume 5 

This second entry into the Retro The third anthology dedicated The fourth anthology of Retro Anunmissable selection of articles 
Gamer Collection brings you to the wonderful world of retro Gamer material is now better featuring timeless games and 
some classic games of days gone gaming. Hand-picked articles than ever, with the bestarticles hardware. From Zelda to Asteroids, 
by, including Paperboy and more! deliver the very best content. from the ultimate retro guide. this book covers all the classics. 
SRP: £9.99 SRP: £9.99 SRP: £9.99 SRP: £9.99 


Prices may vary, stocks are limited and shipping prices vary depending on destination 
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260 pages crammed full of essential retro gaming guides and interviews with the industry's 
greatest minds, plus behind-the-scenes stories on your favourite games 
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